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ABSTRACT
Transmedia journalism is a growing way to get news stories to readers with the new
technology of social media platforms. This study, through surveys and a blog, measured
information retention/cognition and preference of the interactive platform(s) and the print
platform to see which type of transmedia journalism is preferred more to readers and easier for
readers to retain more information.
The sample was 31 Digital media undergraduate and graduate students concurrently enrolled
in the University of Central Florida’s Nicholson School of Communication and Media in the
Games & Interactive Media program. All participants received at least one story platform
consisting of a transmedia journalism story assigned as an interactive novel, interactive
infographic or interactive game with questions measuring the enjoyment and information
retention/cognition of these different immersive platforms.
Participants completed a Qualtrics questionnaire with Likert and multiple-choice questions for
preference, retention/cognition, and enjoyment, and an open-ended question describing their
experience with the story platform. The primary data were transcribed and coded for analysis.
Descriptive codes identified positive and negative comments. Pattern codes identified participant
preference, content knowledge, and preference patterns.
The Likert questions used in this study provided quantitative data for participant preference of
the platform. The open-ended question used in this study provided insight into what the
participants were thinking about their interactions with the platform and gave insight into the
participant decision process reported in the Likert questions.
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Analyses of this study revealed most participants preferred interactive platforms. This study
also resulted in an undeterminable data collection regarding information retention/cognition;
however, the qualitative responses were quite revealing. This study suggested interactive
infographics and interactive novels as a way to present news stories in transmedia journalism.
While some aspects of the interactive game platform may be problematic- i.e. aestheticsinteractive platforms seems to be leading transmedia journalism in the right direction.
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CHAPTER ONE: INTRODUCTION

Transmedia journalism is a growing way to get stories to readers. Transmedia Journalism
producing content across the different media channels and taking advantage of the qualities and
abilities of the channel (Veglis, 315). Journalists and news organizations are still trying to catch
up with the new technology that has become transmedial. Expansion of a story makes it
transmedial, not repeating the content (Renó 2014, Rampazzo Gambarato & Tarcia 2017,
McAdams 2016). According to Kramp and Loosen, news digitalization has enabled changes in
the production of news as well as in the consumption of news, both on a level of individual
practices and of social and organizational structures (205). Much of this is due to the introduction
of social media platforms.

A Working Definition of Transmedia Journalism
To understand transmedia journalism, one must approach it with the understanding of the role
interactive platforms play in the process. Journalism is the collection, preparation and collection
of news content through print and electronic media but was originally applied to unbiased current
events in a printed form (Britannica). Transmedia is the telling of a story across multiple
platforms where each new platform ensures the continuation of the story (Jenkins, “Transmedia
Storytelling”). Transmedia Journalism is producing journalistic content across the different
media channels and taking advantage of the qualities and abilities of the channel (Veglis, 315).
For a news story to be presented in a transmedia format, the story must contain multiple media
that approach the story from different angles, or in different ways. This might include differences
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in media type like an audio podcast that is also presented as a videocast. This allows users to
interact in the way they prefer. A study done by Su Jung Kim focused on the media repertoire as
news, information, and entertainment sources and it examined the characteristics of media users
who employ the different types of media repertoires (354).

Platforms Used in Transmedia Journalism
According to Bogost, “a platform is something that makes it easier to build other things” (8).
In journalism, platforms could be considered anything—television, print, radio, mobile media,
internet, etc. For this work it is important to understand four types of media formats being used
in transmedial journalism: blogs, interactive games, interactive infographics, and interactive
novels. Each provides advantages to the reader, as described below.

Blogs
Blogs are informational or discussion websites that are published on the World Wide Web.
“Blogs existed just as a handful of sites until 1998, after which they rapidly became more
prominent on the world wide web,” said Donald Matheson (448). Blogs are easy for individuals
to create, use and explore. Bloggers can use a form that allows them to add text, images,
hyperlinks, video files, audio files and other tools. What is a weblog and how is it categorized?
“A weblog can be characterized as an online diary, a page of small entries chronologically
organized down from the latest entry,” said Matheson, “weblogs are not a clearly delimited
category. Even in the subcategory of journalistic weblogs there is considerable variation within
the parameters above, and many weblogs show similarities to other online genres” (448). There
are many news-related blogs that are created by people who are not employed journalists, which
2

blurs the line between journalism and other forms of blogging). Anyone is able to create a blog,
so the line between journalism and other forms can get blurred by many of the news-related
blogs maintained by people who are not employed as journalists (Matheson, 449) and is a much
more raw source of information, allowing users to participate in constructing knowledge about
events in the world.(Matheson, 455) .Transmedia journalism sets the precedence for interaction.

Interactive Games
Interactive games are interactive rule-governed systems based on computer processing power
that requires a constant exchange of messages between the game and player (Tan & Jansz, 532).
An example of a study in games is Sabine Trepte’s work measuring game enjoyment through
game-related efficacy and player performance experiences using the jump ‘n’ run game, Crazy
Chicken: Heart of Tibet by Phenomedia Publishing (555-557). Interactive games are designed
for player immersion; however, there are several challenges for designers and players. When it
comes to production of a game challenges include the cost of the engines used, production times
increase steadily as graphics cards provide more visual capabilities, the game-playing public is
becoming ever more enamored of portable entertainment platforms, and computing speeds are
becoming ever faster posing a critical challenge of providing well-designed interfaces, everincreasing storage capacity, and expanded wireless network bandwidth (Zyda, 28).

Interactive Infographics
The use of previous studies of interactive features within transmedia journalism allows the
continuation of their study using new forms of interactivity with transmedia journalism.
Infographics, short for information graphic, are visual representations of information, data and/or
3

knowledge with the use of charts, maps, logos, illustrations, calendars and other graphics
(Damyanov & Tsankov, 84). For example, Sandra Zwinger et al. used various studies on
interactive infographics to study the intensity of use for the infographic and the frequency of
utilization of the individual facilities for interaction were tested as well as “the identification of
weak spots and success factors for designing interactive infographics in online newspapers that
ensure a positive user experience to readers” (179-180). Infographics are designed to help
readers understand the information provided (Siricharoen & Siricharoen, 558); however, an
infographic can have skewed data and/or have a margin of error, making the data presented
irrelevant (Siricharoen & Siricharoen, 562).

Interactive Narratives
Interactive narratives are text-based narrative experiences in which a person interacts with a
computer simulation by typing text phrases and reading software-generated text responses
(Douglas, 2). An example of a study in interactive narrative (novels), conducted by Tanenbaum
et al., tested cognition and enjoyment from a prototype called The Reading Glove, a wearable
user interface for interacting with Radio Frequency Identification (RFID) tagged objects, allowed
users to explore narrative through the narrative lexia attached to it. Interactive novels are
designed to be challenging and fun; however, they can become frustrating if the user finds the
tasks and obstacles either too simplistic or too complex (Sangalang et Al., 135).

Statement of the Problem
While there is some research completed surrounding digital journalism and interactive
journalism that explores these topics (Larsson 2012, Moloney 2015, Pase et al. 2012, Salverria
4

2019, Sri 2019, Stroud et al. 2016, Veglis 2012, Zwinger et al. 2017), these studies are not being
performed quickly enough to keep up with the constant evolutions of digital and transmedia
journalism. This study seeks to measure information retention and enjoyment of the interactive
platform(s) and the print platform to see which type of transmedia journalism is more enjoyable
to readers and easier for readers to retain more content information.
The following questions are investigated in this work:
•

How likely are people to prefer interactive platforms over a traditional
platform?

•

How much information will be retained with the interactive platforms
versus the traditional print platform?

Research Questions
This study measured participant preference, information retention and enjoyment of the
interactive platform platform(s) and the print component to see which type of transmedia
journalism readers prefer and is easier for readers to retain more content information. In order to
determine what platform readers, prefer and which platform allows readers to retain more
content information, the following research questions are addressed:
1. How likely are people to prefer interactive platforms over a traditional
platform?
2. How much information will be retained with the interactive platforms
versus the traditional print platform?
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RQ1: How likely are people to prefer interactive platforms over a traditional platform?
In journalism, platforms could be considered anything—television, print, radio, mobile media,
internet, etc. Expansion of a story makes it transmedial, not repeating the content (Renó 2014,
Rampazzo Gambarato & Tarcia 2017, McAdams 2016). In this sense, this study is using an
infographic, an interactive novel, a game and an online new article as the platforms. These
platforms were posted within a fourth platform, a blog, to simulate an online
newspaper/magazine website. As the story unfolds through different platforms, the length of the
news consumption changes (Serrano Telleria, 73). Using the different platforms used in the study
helps the story unfold and change. The first hypothesis is the following:
H1: People will prefer the interactive (infographic, interactive novel and game)
platforms over the traditional (online news article) platform.

RQ2: How much information will be retained with the interactive platforms versus the print
platform?
Cognition are the mental activities of processing information, knowledge acquisition and the
retaining of information. There is research that supports interactivity helps people retain
information better (Bilandzic & Busselle 2011,Green & Seitz 2015, Damyanov & Tsankov 2018,
Spence & Feng 2010, Tanenbaum et al. 2010, Yang & Shen 2019). There are some researchers
that argue that interactivity has no effect on retaining information better (Yang and Shen 2018,
637). The second hypothesis is the following:
H2: People who are in the interactive platform will retain more information from
the article than the print only condition.
6

CHAPTER TWO: REVIEW OF LITERATURE

In setting up the discussion for transmedia within journalism, it is important to understand the
role that interactive platforms play in the process. This study presents a historical discussion of
digital journalism and transmedia. In this discussion, this study demonstrated how each term has
acted on its own and how they have merged together over the years. Once a current definition of
digital journalism, transmedia and transmedia journalism is established, this study will use past
studies of interactivity within transmedia journalism to explore more options. The scholars with
which were engaged frame the work within transmedia and journalism.

Digital Journalism
The discussion of digital journalism can be argued that it began in the 1950s, when media
outlets started to experiment with the use of computers to cover news of the US presidential
election (Salaverría, “Digital Journalism:25 years of research”). Digital Journalism is the
distribution of editorial content on the internet instead of printing or broadcasting it. “The
experiment by CBS on November 4, 1952 is often cited as a pioneering example,” said Ramón
Salverria, a professor in the School of Communication at the University of Navarra. It can also
be argued that it began when the first online media outlets were launched in the 1990s. “In 1994,
the first web online media outlets were introduced in several countries around the world,” said
Salaverría ( “Digital Journalism:25 years of research”). Since the introduction of digital
journalism three decades ago, “digital media [has] become increasingly independent in both form
and content,” (Salaverría, “Digital Journalism:25 years of research”). A prediction was made in
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1998 that most of the current media formats will die off and be replaced by the integrated web
medium (Salaverría, “Digital Journalism:25 years of research”)—the journalism we see online
today is a mix of professional journalism and news from anyone who has the ability to publish
content via social media.

Transmedia
The discussion of transmedia began in 2003 and was coined by Henry Jenkins (see Rampazzo
& Tarcia, 1381, although Marsha Kinder (1991) is often credited with describing the same
general phenomenon somewhat earlier). Rampazzo and Tarcia analyze the transmedia strategies
in journalism or Transmedia Journalism. They use authors like Canavilhas (Rampazzo & Tarcia,
1384) and Moloney (Rampazzo & Tarcia, 1383) to introduce main characteristics of Transmedia
Journalism and the responsibilities that journalists have in creating a story world where the
audience is engaged.
Moloney applied Jenkins’ core principles (“The Revenge of the Origami Unicorn: Seven
Principles of Transmedia Storytelling”, “Revenge of The Origami Unicorn: The Remaining Four
Principles) to journalism as follows: (1) spreadability, the viral spread of a story through sharing
by users; (2) drillability, the search for more details about the news; official content expansion
(including social networks); (3) continuity and seriality, maintaining continuity and exploiting
the characteristics of each medium; keeping the audience’s attention for a longer period of time;
(4) diversity, adding other points of view to information, including those of the public; (5)
immersion, generating alternative forms of storytelling for the public to delve deeper into the
story; (6) extractability, applying the journalist’s work in everyday life with the public’s
8

commitment; (7) real world, showing all shades of news, without ever focusing on
simplification; and (8) inspiration to action, pursuing the intervention of the public in real actions
that seek solutions to problems,” (Rampazzo & Tarcia, 1383). They use the term “slow
journalism” in reference to the type of journalism that is appropriate for transmedia (Rampazzo
& Tarcia, 1385). This study will be able to use Jenkins’ ideas, modified by Moloney’s specific
application to journalism, as a framework for transmedia and journalism to tell the story through
many different platforms. Now that a more robust explanation of transmedia has been given, a
discussion of some of the genres of narrative that media forms take will be presented.
Barthes discusses the variety of genres of narratives that branch out into many forms of media
including the articulated language (written, oral, pictures, movies, gestures or an ordered mixture
of these languages). Narrative can be presented in any medium including local news and history
(Barthes, 237). “[Rhetoric] is perceived as the message of another ‘language,’ functioning at a
higher level than the language of linguistics: discourse has its units, in rules, its ‘grammar’…it
lies beyond the sentence,” (Barthes, 240). Narratives are more important to journalism in the
digital era in order to get the readers interested in the stories. This study adapts a journalism
article into an interactive narrative form.
Long uses examples to help his readers understand how the audience will experience the
different platforms. He used The Matrix as one example to explain that some people may
experience the story world through different mediums, the Enter the Matrix (the game) and
others may experience it through The Animatrix (anime) (Long, 21). These examples continue
the story and can be enjoyed separately but are part of a single unified storytelling experience
(Long, 14-15). He uses Henry Jenkins’ definition of transmedia—“A transmedia story unfolds
9

across multiple media platforms with each new text making a distinctive and valuable
contribution to the whole”—as part of his framework (14). He also uses Christina Dena’s
transfiction definition—stories distributed over more than one text or one medium—as the other
part of his framework (17). Using different mediums within transmedia journalism allows the
information to be told in new and interesting ways. Some of the ways the participants in the
study conducted can experience the story world are through the interactive novel and interactive
infographic. With the interactive novel, the participant has the power to change the story from
the original ending that occurred in the printed version. The information on the interactive
infographic will give the participant information from the printed article plus more information
that was mentioned earlier in this section. The different mediums are important to digital and
transmedia journalism. Figuring out which dichotomy fits the mediums helps determine the user
interaction/experience.

Dichotomies
Ryan explores two dichotomies, internal/ external involvement and exploratory/ ontological
involvement, to explain typology of user participation in digital media (339). “In the internal
[involvement] mode users project themselves as members of a virtual (or fictional) world…in the
external [involvement] mode readers situate themselves outside of the virtual world [by playing]
the role of a god who controls the fictional world from above, or they conceptualize their activity
as navigating a database,” (Ryan, 339). With the exploratory involvement, the user is able to
move around freely in the database, but they do not have any impact on the virtual world,
however; with the ontological involvement, the user’s decisions send the virtual world’s history
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on different forking paths (Ryan, 339). This study will be using the ontological involvement
dichotomy because it will send the data in many different directions showing which types of
interactivity will prove to be preferred over others. Some of these interactive platforms will have
hypertext.

Hypertext
Landow uses three chapters in his book, Hypertext 2.0: The convergence of contemporary
critical theory and technology, to discuss hypertext. In his chapter, The Definition of Hypertext
and Its History as a Concept, he uses Roland Barthes definition of hypertext. “[Hypertext is] text
composed of blocks of words or images linked electronically by multiple paths, chains, or trails
in an open-ended, perpetually unfinished textuality described by the terms link, mode, network,
web, and path,” (Landow, 3). Marie-Laure Ryan defines hypertext as “networks of textual
fragments, called ‘lexia’ or ‘textrons’ connected by links” (340). Barthes ideal is that ”the
networks are many and [they] interact, without any one of them being able to surpass the rest;
this text is a galaxy of signifiers, not a structure of signifieds; it has no beginning; it is reversible;
we gain access to it by several entrances, none of which can be authoritatively declared to be the
main one, the codes it mobilizes extend as far as the eye can reach, they are indeterminable…;
the systems of meaning can take over this absolutely plural text, but their number is never closed,
based as it is on the infinity of language,” (Landow, 3). Landow explains that the electronic links
in an online article leads to external works by other authors, which may be a parallel or a
contrasting article and makes a point to mention the ease of using hypertext and that it blurs the
boundaries between reader and writer (4). He compares his printed version of the book and the
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hypertext version of the book as an example (Landow, 5).According to Ryan, hypertext becomes
a machine for the production of stories, just as grammar of a language is the machine for the
production of sentences, especially in a narrative context (340). Hypertext offers the same
environment to both reader and writer, whereas a printed version of the same content does not.
This study will be talking more about hypertext and its aspects in chapter four. Hypertext is part
of transmedia journalism, especially since many platforms are online.

Hypertext in Interactive Novels
The term hypertext was created by Theodor Nelson in the 1960s and refers to a form of
electronic text, a new information technology and mode of publication (Landow, 3). According
to Conklin, Nelson defined hypertext as “a combination of natural language texts with the
computer’s capacity for interactive branching, or dynamic display. …of a nonlinear text…which
cannot be printed conveniently on a conventional page” (17). Nelson, Andy van Dam and several
students from Brown University developed the first system, Hypertext Editing System (HES) for
the IBM 2250 display in 1968 and the second system, File Retrieval and Editing System (FRES),
was released in 1969 and enhanced multiterminal timesharing (Conklin, 23). Nelson created a
system called Xanadu—after the magic place of literary memory in Kubla Khan by Samuel
Taylor Coleridge—in 1967 (Conklin 1987, Internet Pioneers).
Landow uses three chapters in his book, Hypertext 2.0: The convergence of contemporary
critical theory and technology, to discuss hypertext. In his chapter, The Definition of Hypertext
and Its History as a Concept, he uses Roland Barthes definition of hypertext: Landow argues
“[Hypertext is] text composed of blocks of words or images linked electronically by multiple
12

paths, chains, or trails in an open-ended, perpetually unfinished textuality described by the terms
link, mode, network, web, and path” (3). Barthes’ ideal, on the other hand, is that: “the networks
are many and [they] interact, without any one of them being able to surpass the rest; this text is a
galaxy of signifiers, not a structure of signifieds; it has no beginning; it is reversible; we gain
access to it by several entrances, none of which can be authoritatively declared to be the main
one, the codes it mobilizes extend as far as the eye can reach, they are indeterminable…the
systems of meaning can take over this absolutely plural text, but their number is never closed,
based as it is on the infinity of language” (Landow, 3). Landow explains that the electronic links
in an online article leads to external works by other authors, which may be a parallel or a
contrasting article and makes a point to mention the ease of using hypertext and that it blurs the
boundaries between reader and writer (4). Landow compares his printed version of the book and
the hypertext version of the book as an example:
To gain an idea of how the hypertext produces Barthes’s writerly
text, let us examine how the print version and the hypertext version
of [Hypertext 2.0: The convergence of contemporary critical
theory and technology] would differ. In the first place, instead of
encountering it in a paper copy, you would read it on a computer
screen (5). A hypertext version of a note differs from that in a
printed book in several ways. First, it links directly to the
references symbol and does not reside in some sequentially
numbered list at the rear of the main text. Second, Once opened
and either superimposed upon the main text or placed alongside it,
it appears as an independent, if connected, document in its own
right and not as some sort of subsidiary, supporting, possibly
parasitic text (6).

In his chapter titled “The Text,” Landow discussed the transition from text to hypertext. He
mentions that the future of text is becoming electronically linked to one another to create
13

metatexts and metametatexts that are partly imaginable at present (53). Among the discussion of
hypertext is the hypertext corpora, which employs a single text—originally created for print
dissemination—as an unbroken axis off which to hang annotation and commentary appearing in
the common educational and scholarly presentations of canonical literary texts (Landow, 53).
According to Landow, hypertextuality includes a higher percentage of nonverbal information
than that of print and the comparative ease in which such material can be appended encourages
its inclusion (59). The hypertext systems link passages of both images and verbal text as easily as
they link two or more verbal passages—hypertext becomes hypermedia (Landow, 59). In other
words, hypertext is able to provide visual content that print cannot.
In a section of the book entitled “Storyworlds and Other Forms of Hypertext Narratives,”
Landow compares the narratives in the hypertext storyworlds versus traditional storyworlds.
Storyworlds, especially those with multiple narratives, need the readers to be active because they
disclose the stories in response to the reader’s reaction (Landow, 208). Comparing storyworlds to
a detective working a case, Landow explores how the readers in these storyworlds must take an
approach that is seemingly aggressive, including performing forbidden tasks where the reader
has to learn that the task is not good to investigate behind the scenes but in hypertext
storyworlds, investigating behind the scenes in order to learn more about the story or world that
the narrative takes place (209). When the reader goes into forbidden territory, the storyworld
rewards them by taking the readers into more content.
Marie-Laure Ryan defines hypertext as “networks of textual fragments, called ‘lexia’ or
‘textrons’ connected by links” (340). These links allow the readers to move through passages and
content by clicking on a selection of buttons. Because hypertext is capable of self-regeneration
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that can be endless, Ryan calls it the Alephic conception of hypertext—derived from the short
story, “The Aleph” by Jorge Luis Borges—where the analysis of a cabalistic representation
permits the experience to consider the entire history of reality (340). In other words, readers are
able to discover new threads from its fixed database of discrete lexia, making hypertext a
medium that develops into a multitude of texts. According to Ryan, hypertext becomes a
machine for the production of stories, just as grammar of a language is the machine for the
production of sentences, especially in a narrative context (340). Hypertext in the multimedia
phase can come back to more solid narrative structures, and not regressing back to the
signification of the standard novel mode allowing interactivity to take the form of one medium to
the other (343). Hypertext is able to learn from printed books to spread surprises for the user to
encounter. Ryan says “visible or hidden links can be used to give the tactile pleasure of mousing
over hot spots and of making something happen—the expansion of the textual world into a
diversified sensory experience. Readers of these texts will be cast into the role of an investigator
who digs into the history of the textual world by freely exploring a collection of documents”
(343). This goes back to the comparison that Landow made to readers acting like detectives to
solve a case.
John Smith and Stephen Weiss define hypertext as “an approach to information management
in which data is stored in a network of nodes connected by links” (816). Even though hypertext
was coined by Nelson, Smith and Weiss traced the concept back to Vannevar Bush’s “the
memex”—a device to store books, records and communications for an individual. This device is
mechanized so it can be consulted with speed and flexibility—a description presented in 1945
(816). This concept is modeled after the human memory. Twenty years after this concept was
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introduced, Doug Engelbart conduction a live demonstration in 1968 of the Augment system he
built (Smith & Weiss, 816). Traditional forms of hypertext include but aren’t limited to
dictionaries, encyclopedias, calendars and other reference materials. According to Smith and
Weiss, hypertext electronic documents provide a good deal of flexibility of reference materials
and add a number of new features (817). Going back to their definition of hypertext as a
document, this information is stored on nodes—a collection of data around a specific subject—
which are connected by links and each node is analogous to a short section of an article reference
or image reference joining them together by the links to form a whole article from the reference
work (817). In other words, users are able to get pieces of the reference material without turning
pages in a heavy book. Even though hypertext provides better flexibility and is more convenient
than traditional documents, the appeal and power of the hypertext dramatically increase when
implemented in environments that involve computing, especially those that include networked
workstations and microcomputers, large online storage and high-resolution displays. Many of
these hypertext systems can deliver the nodes in less than a second from a larger body of
information that takes a lot of volumes to print (Smith & Weiss, 818).
Conklin gets at the essence of what hypertext is including the advantages and disadvantages
of hypertext. According to Conklin, a system has to use a more cultured motion of links and they
must provide more machine support for the links than just typing file names after a text editor
prompt to be considered hypertext (18). Conklin’s discussion of the essence of hypertext focuses
on the hypertext as a computer-based medium for thinking and communicating:
“One of the challenges of good writing, especially good technical
writing, is to present several parallel lines of a story or an
argument in a way that weaves them together coherently.
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Traditional flat text binds us to writing and reading paragraphs in a
mostly linear succession. There [are] tricks for signaling branching
in the flow of thought when necessary: Parenthetical comments,
footnotes, intersectional references, bibliographic references and
sidebars that allow the author to say, ‘here is a related thought, in
case are interested.’ There are also many rhetorical devices for
indicating that ideas belong together as a set but are being
presented in linear sequence. …Hypertext allows and even
encourages the writer to make such references, and allows the
readers to make their own decisions about which links to follow
and in what order. In this sense, hypertext eases the restrictions on
the thinker and writer. …Hypertext also allows annotations on a
text to be saved separately from the reference document, yet still
be tightly bound to the referent. …By taking advantage of this
object-oriented aspect, a hypertext user can build flexible networks
which model [their] problem (or solution). In this application the
links are less important than the nodes. The links form the ‘glue’
that holds the nodes together, but the emphasis is on the contents
of the nodes” (33).
According to Conklin, the advantages of hypertext are: 1. Hypertext may offer a new way for
authors and designers to work and authoring is seen as word-level and sentence-level activity; 2.
Hypertext may offer new opportunities for accessing a large or complex information source; 3.
Tracing references becomes easier to follow forward to the referent, or backwards to the
reference; 4. Creating new references is easier from machine support; 5. The information
provides direct access to the reference making it more consistent; 6. Global and local views can
be mixed efficiently; 7. Information structuring allows both hierarchical and nonhierarchical
organizations to be imposed by unstructured information; 8. Modularity of information where
ideas can be expressed with less overlap and duplication; 9. Text segments can be threaded
together allowing the same document to serve different functions; 10. The user is supported in
having several paths of inquiry active and displayed on the screen at the same time and any given
path can be unwound to the original task; and 11. Authors can collaborate (38).
17

The disadvantages of hypertext include two classes of problems: problems with the current
implementations and problems that seem to be endemic to hypertext (Conklin, 38). The
“disorientation problem” as Conklin calls (38) it is the factor of the user getting lost or
disoriented by the information, the network and location in the network. In addition to being
disoriented and lost, an acceptable virtuality becomes difficult to maintain for the large and/or
complex hypertext system which include large numbers of nodes and links, frequent changes in
the network, slow/awkward responses to the user control inputs, insufficient visual
differentiation among the links and/or nodes and nonvisually oriented combine to make it
impossible to abolish the disorientation problem with just a browser (Conklin, 39). The
“Cognitive Overhead” problem, as it is referred to (Conklin, 40), happens when it becomes hard
for hypertext to become familiarized with additional mental overhead required for the creation,
naming and link tracking. Although these are disadvantages of hypertext, they are fixable
through improvement.
According to Catherine Marshall and Frank Shipman III, hypertext allows the content to
appear in different contexts (88). Marshall and Shipman discuss how spatial hypertext derived
from the many concepts in hypertext:
“[The] powerful underlying concept [of document-centered
hypertext] is usually realized in both research and practical efforts
within a node-link model: nodes are the holders of content, and
given context. In this model, links are closely associated with
navigation and mechanisms for traversal; they are a way to move
from node to node, to keep readers focused on the current node or
document, until they decide to move on to the next. …As systems
and applications designers have gained more practical experience
with hypertext, models of structure have grown more sophisticated,
more expressive, and in many cases, more flexible than
conventional node-link models. …Some models diverge entirely
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from standard notions of lines. …For the sake of flexibility, in
some application links are left implicit, computed dynamically by
using text analysis methods or other heuristics for determining
regular interconnections. …Spatial hypertext has grown out of just
such an intertwining of theory and experience-based extensions to
hypertext concepts. Spatial hypertext has arisen through our
experiences with applications that explore alternative structures for
content and applications in which the domain structure is not well
understood at the outset or changes during the course of a task”
(88).
Spatial hypertext originated in a browser-based approach portraying the emerging hypertext
graphically promoting coherence, allowing readers and authors to use a map or the structure of
the hypertext (Marshall and Shipman, 89). As showed in figure 8 in chapter one, the interactive
story shows a map of nodes that are connected to create the story. According to Marshall and
Shipman, the skill to move and create nodes freely does matter as does the skill to express
relationships by visual cues and spatial proximity (89). Creating the nodes on the map for the
interactive novel allowed me to use the map as an outline to create the story content. The users
were able to move freely through the story using the different links provided.
Hypertext offers the same environment to both reader and writer, whereas a printed version of
the same content does not. Hypertext can also allow for a cognition experience.

Transmedia Journalism
The discussion of transmedia journalism is argued to have begun at the inception of
journalism itself because journalism can take place on and across many platforms: tv, radio and
print (Rampazzo & Tarcia, 1382-1383). Rampazzo and Alzamora discusses the digital age and
how it changed the role of traditional media drastically by adding new media. She mentions the
Associated Press as once being the source for all breaking news, whereas now a person can just
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get the information on social media (Rampazzo et al., xvi). She uses her own work to talk about
content expansion being the essence of transmedia storytelling and how it should be the focal
point of transmedia journalism too (Rampazzo et al., xvii). Rampazzo uses Nic Newman and his
argument that media coverage of news events is changing rapidly because journalists are
involving the public in the way they search and tell stories (Rampazzo et al., xviii). Rampazzo
states that transmedia journalism is where the story is told on several platforms where prosumers
participate in the narrative world (Rampazzo et al., xix). Telling stories on multiple platforms is a
crucial step in the success of any newspaper in the digital world. Using a web blog prototype in
this study, the traditional article will be offered across multiple platforms; interactive game,
interactive infographic, and interactive novel.
Veglis’ article proposes the use of transmedia reporting in news articles. His argument shows
that the use of transmedia journalism will help create a rich in-between space which shares
meaning in-between different parts of the story (Veglis, 315). He explains transmedia, cross
media and multiple media concepts. He explains that the transmedia technique is aimed at
engaging the audience individually, validating their involvement and reinforcing their personal
participation in the narrative (Veglis, 315). His argument mentions the different channels that
news media could use to get their articles across different platforms (Veglis, 315). According to
this article, a newspaper must utilize at least one main channel and a number of supplemental
and info-alert channels. This study will be able to get the prototype on many different platforms
including but not limited to main channels like smartphones, the World Wide Web, and tablets
and supplemental channels like a blog. Here is a relevant point to highlight regarding the use of
different platforms and features.
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Anders Olaf Larsson discusses the types of interactive features: human interactive features,
medium interactive features, human-medium interactive features and medium-human interactive
features (Larsson, 254). He applies the features to online news journalism and how they can be
pitched. Larsson also gives an overview of how journalists and their audiences act (their
attitudes) when it comes to interactivity (Larsson, 254-255). The research conducted in this
thesis will use Larsson’s human-medium interactive feature where the participants will be able to
share their opinions and experiences via survey questionnaire.
Sri gives a brief overview of what narrative journalism is and goes into a deeper discussion on
Digital Journalism. She discusses the types of digital journalism and the challenges traditional
journalism faces due to the internet (Sri, 63). Like Moloney, Sri points out the different media
forms that online journalism takes advantage of. Sri also discusses the advantages versus the
limitations of Digital Journalism. She argues that “digital journalism is online journalism…it is a
contemporary form of journalism that editorial content is distributed in interest” (62). Print
journalism does face its challenges but with the help of the digital age, it is allowing the original
print format to become part of the online information highway. The research conducted will take
the original printed article and make it transmedia journalism. Transmedia Journalism allows
readers/users to gain an experience through immersion of the platforms.

Immersive Journalism
Immersive journalism is defined as the production of news in which people can gain firstperson experience of events and situations described in a story. According to Nonny de la Pena
et al. “the fundamental idea of immersive journalism is to allow the participant to actually enter a
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virtually recreated scenario representing the news story” (292). Interactive journalism is one way
to incorporate the first-person experience for journalism. The user can enter the story as
themselves, as a visitor that gains first-hand access of the virtual location, or through characters
of the news story. In the interactive novel for this study, the user has the option to enter the story
as one of three characters, two from the original article and one new character.
“The application of interactive digital media to journalistic practice spans a broad spectrum
from illustration and infographics to 3D embodied experience in video games,” (de la Pena et al.,
292). The use of immersive journalism is to allow users to dive into the virtual platform and
become deeply involved in the storyline. According to Reidl and Bulitko, “the goal of the
interactive narrative is…to immerse users in a virtual world that they believe that they are an
integral part of an unfolding story and that their actions have meaningful consequences” (68).
Even though the author has control over how the story ultimate plays out, the users are given a
since of satisfaction when they are able to make decisions in how the story progresses.

Interactive Games in Journalism
Like a journalist’s story, a game has both facts and descriptions that stir emotions within the
reader/player. According to Bogost, “Videogames can do good [for] journalism, both as an
independent medium for news and as a supplement to traditional forms of coverage” (5).
According to Bogost, games can simulate how things work by models that people interact with
and are represented through their displayed text, sounds, video and images—unlike newsprint
stories or programs that have been edited for different mediums (Bogost, 6). In other words, the
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games are a software meant for computers or gaming systems instead of being reproduced digital
content.
This medium is considered to be a newsgame. Newsgames are a genre where “simulation
meets political cartoons” as characterized by Gonzalo Frasca (Bogost, 13). Bogost took Frasca’s
newsgame term and expanded it to “any intersection of journalism and gaming” (13). Games like
September 12th, Kabul Kaboom, Hothead Zidane and Food Import Folly are examples of types
of newsgames.
September 12th and Kabul Kaboom are examples of editorial newsgames. “Editorial
[newsgames] are current event games with an argument, or those that attempt to persuade their
players in some way” (Bogost, 15). September 12th was released in 2003, six months after the
Iraq war began (Bogost, 11). The game allows the player to help the US fight the war on terror
while using the current events of the real war as inspiration. The scenes are extremely vivid, and
the destruction seems all too real, but that is the intentions the creator wanted for this newsgame.
According to a synopsis from Games for Change, the main idea behind the game was to create a
discussion about the war, not have a game that could be won (http://www.gamesforchange.org/).
Kabul Kaboom is a 2002 newsgame that was inspired by the Afghanistan War
(http://serious.gameclassification.com/). According to Bogost, the player is trying to catch
hamburgers that are falling without catching bombs. The game was inspired by the Atari game
from 1982, Kaboom, which uses water buckets instead of hamburgers (13). The game was meant
to act as a parody of the food and bombs that the US army dropped in the war zones
(http://serious.gameclassification.com/). The overall purpose of Kabul Kaboom was to inform
the players about news related to the Afghanistan War.
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Hothead Zidane is an example of a tabloid newsgame. Bogost states, “tabloid [newsgames]
are playable versions of soft news—particularly celebrity, sports, or political gossip” (16).
Hothead Zidane was a newsgame that was published by the Italian sports daily called Corriere
de la della sera in 2006. According to the website Videojuegos Informativos, the game reports
on the controversy and criticizes Zinedine Zidane's attack on Materazzi at the 2006 World Cup in
Germany (videojuegosinformativos.wordpress.com). The objective is to hit all the Zidane's
clones with the adversary Marco Materazzi (Bogost, 16), and the referee of the match will expel
Zidane after the player has attacked a number of the characters that appear on the screen,
culminating in the loss of the World Cup (videojuegosinformativos.wordpress.com). The purpose of
the game was to allow readers to experience controversy that happened during the 2006 Soccer
World Cup.
Food Import Folly is an example of reportage newsgames. Bogost says a“[reportage
newsgame] strive[s] to emulate factual reporting, producing the videogame version of a written
article or televised segment” (16). Food Import Folly was created by Persuasive Games for the
New York Times. According to Bogost, the game deals with the inadequate numbers of Food and
Drug Administration (FDA) inspection workers and their involuntary role in food contamination
epidemics (16). The object of the game is to inspect the food before it leaves the player’s port,
catching any of the contaminated food. According to Games 4 Sustainability, benefits from the
game include that: 1. The players will understand the increased food import and how it may
affect many areas, including the health of people; 2. The players will come to a realization that
limited resources may pose a great risk to everyone; and 3. The players will understand that the
amount of food imported is constantly increased, which results in many problems
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(games4sustainability.org). The goal of a reportage newsgame is to inform the player/user of the
current events happening around the world.
When designing current event games, the designer has to make sure that the players are able
to immediately understand the constraints of and context surrounding the topic, as well as the
game’s approach to it, because they are usually short and compact (Bogost, 15). According to
Bogost’s definition of reportage newsgame and tabloid newsgame, the game used could be
considered as both because this study reports facts straight from the article, and the game used is
a soft news article about baseball. Games are considered to be any content that is playable
including interactive infographics.

Interactive Infographics
Schroeder discusses the interactive infographics and the key factors to consider when using
visual effects. “Infographics combine the aesthetic sensitivity of artistic values with the
quantitative precision of numerical data in a format that is both understandable and dramatic,”
said Schroeder quoting Paul Lester (563). The key factors to take into consideration when using
visual effects are the availability of sources and assets (the affiliations with conventional media
such as television, radio or newspaper), the added value (what is exclusively available in that
space), the usability (will the user use them?), the acceptance (will the user accept or reject
them?) and the profitability of the visual (are there cost reductions in creating this?)(563-564).
The infographic created for this study contains relevant data via a timeline, and uses an artistic
value and hyperlinks to make the participant interested in what the infographic has to offer.
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Stroud et al. discuss the different transitions of interactivity and the arrival of interactive
features online: “Technology-facilitated human interactivity involves the ability of people to
engage with one another…Medium interactivity refers to the ability to engage with a website in
ways that change the content for a user…human/medium interactivity refers to those activities
that change the medium for the user and affect what is seen by others who visit the website”
(Stroud et al., 341). With the arrival of interactive features it meant “the ‘filter first, publish
second’ [journalism] model could be upended, replaced by the possibility of ‘mass selfcommunication’ by lay audiences,” said Stroud et al., “this embodied more than in
human/medium interaction, in that site visitors can personalize and change content for
themselves and others” (341). Transmedia journalism is a human/medium interactive platform
when the information is given in an interactive capacity. Now that transmedia has been defined
and journalism has taken a turn towards the digital has been established, this study will review
what some of the major thinkers are in the field of transmedia journalism.

Past Studies
This study is based on past studies done within transmedia journalism. This study refer to
studies done by Sabine Trepte, Sandra Zwinger et al., Andre Pase et al., and Kevin Moloney. The
understanding of these studies allows the study being conducted to continue their study using
new forms of interactivity with transmedia journalism.

Studies in Games
Sabine Trepte conducted a study that measured game enjoyment through game-related
efficacy and player performance experiences. Trepte set up her study because she “used the jump
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‘n’ run game Crazy Chicken: Heart of Tibet (phenomedia publishing) as a stimulus
material…the prequel of the main game Crazy Chicken: The Good, the Egg and the Ugly
(phenomedia publishing) was used for a training session” (556). The games consisted of simple
controls that were easy for the users of all ages to understand. The participants were allowed to
practice the training game for fifteen minutes prior to playing the main game, which they were
allowed to play for thirty minutes before being given a survey (Trepte, 556). Trepte measured
player performance, game-related self-efficacy and game enjoyment.
Trepte tested the four hypotheses using a structural equation model. Game-related selfefficacy and enjoyment became latent variables and player performance became an observed
variable (Trepte, 556). The study Trepte conducted explored a connection between the different
measures. Self-efficacy was argued to be connected to enjoyment and the relationship between
enjoyment and game performance is mediated by efficacy skills (Trepte, 557). Their results were
able to support their hypotheses by making an indication that game-related self-efficacy skills
seem to be a critical variable in understanding game enjoyment.

Studies in Infographics
Zwinger et al. used two studies to show which type(s) of infographics used in online
journalism are most fitting to the users. In the first study, which examined the application of
infographics in German-based newspapers, they tested the intensity of use for the infographic
and the frequency of utilization of the individual facilities for interaction (Zwinger et al., 177179). The results of the study were as follows: 73.26% of the participants wanted an increased
offering of infographics; 25.13% were indifferent to the increase of the infographics; in addition
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to increased infographics, 24.6% would prefer the infographics to be science-related; 22.99%
would prefer economic infographics; 10.7% prefer consumption-themed ones; 9.63% prefer
crime-themed ones; and 8.56% prefer political infographics (Zwinger et al., 179).
In the second study they analyzed the utilization of the infographics, due to lack of
convenience and usability in the first study. The focus was mainly on “the identification of weak
spots and success factors for designing interactive infographics in online newspapers that ensure
a positive user experience to readers” (Zwinger et al., 179-180). The results of the second study
indicated that in both studies Zwinger et al. conducted, linear and nonlinear infographics were
complicated and confusing due to unnecessary control elements for interaction and nonessential
information. The amount of presented information, and the color coordination, both received
negative results. More time was needed for the participants to learn the information given to
them. The researchers did receive positive feedback on the overall design, navigation and clickability (Zwinger et al., 180).
In their conclusion, they took the readers’ responses into consideration for improvements
concerning the findability and utilization of the infographics. Because interactive infographics
provide efficient means to convey complex information in journalism, they were highly accepted
among users with different levels of user experience.
Pase et al. uses a documentary called Inside Disaster to discuss transmedia in its cultural and
political meaning within journalism. The documentary has three main pillars of transmedia that
are interconnected: a three-part television documentary, infographic data from Inside Disaster
located on their website and a simulator, Inside the Haiti Earthquake (Pase et al., 69-70).
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The three-part documentary had three segments that lasted 45 minutes each: Emergency,
Relief and Recovery, and Help and Recovery. The documentary set by Pase et al. “detail[ed] the
post-tragedy Haitian scenario in a linear and audiovisual form” (69). The documentaries follow
the Red Cross relief operation in Haiti after the earthquake of January 12, 2010. According to the
documentary website, the documentaries take audiences on a six-month journey that went
beyond the headlines to show the emergency relief operation from the first response to the
recovery involving 600 trained humanitarians from over 30 countries (“Inside Disaster”).
According to Pase et al., the simulator gives the perspective of several of the characters, and it
allows the audience to make decisions. Depending on the path taken, the background can be
different. For example, if one prefers the articles from the website, the background becomes the
simulator and the television becomes the documentary (71). The footage that was taken from
Haiti was used to create the decisions and outcomes of the simulator.
The infographic data is comprised of several interactive infographics, developed with Adobe
Flash, that have extensive information on the Haitian earthquake and the humanitarian work
within Haiti. According to the website, the 12 graphics allow you to experience different aspects
of the Haitian earthquake’s aftermath: the video map allows users to see nine videos from the
aftermath that unfolded around Port-au-Prince; Photostream allows users to view the hundreds of
photos that were taken of Haiti called “the best of the best”; the Haiti Earthquake infographic
allows users to track the initial earthquake and the aftershocks from a birds-eye-view; the By the
Numbers is a timeline infographic that follows the first month of the global response to Haiti’s
earthquake by tracking the rise and fall of media coverage and changes; the infographic titled
“Haiti’s History” is an interactive timeline that lets the user explore the history of the country;
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“Major Players” is an interactive roster that shows the major organizations and their role and
impact they had in the recovery process; another infographic shows users either per capita or by
total amount donated, donations made by the top 30 donors to Haiti; a video graphic shows users
how severe the earthquake really was; an interactive survival infographic focuses on how people
survived after the quake by showing different survival tactics from two different perspectives;
and a technological infographic showed how familiar technologies played front-line roles in the
global response to the Haitian earthquake (“Inside Disaster”). This roster also includes the Diary
of an Aid Worker takes allows the user to experience life on the front-lines with Jean-Pierre
Taschereau, the Red Cross Field Assessment and Coordination Team leader; and,
Transformation (which allows the user to explore five facets of Haitian society before and after
the quake: agriculture, debt, education, land ownership, and gender-based violence) (“Inside
Disaster”). Through this series of interactive infographics, users were able to see the effects of
the earthquake’s aftermath both for the people of Haiti and the first-response teams.

Studies in Interactive Novels
Moloney used a study conducted to examine journalism using transmedia storytelling
techniques. The 2014 “Future of Food” project by the National Geographic Society (NGS) as
was used to show an example of how storytelling is changing and as an example of transmedia
storytelling in journalism (Moloney, 91). They used 41 different storytelling platforms including
YouTube and the NGS Instagram account.
The study data included background interviews with producers and editors at NGS and
mixed-method coding of 472 social media posts and 823 stories (Moloney, 91). The results of
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the study showed that NGS produced stories that used traditional media forms as well as the
nontraditional media forms. The large scale of stories was published across various of the NGS
media channels, the story content was complex, the public involvement existed within the user
friendly site and through the published story comments (Moloney, 145). Moloney’s observations
of this large scale transmedia journalism project can be sized down to fit a smaller project.
Tanenbaum et al. released a study called The Reading Glove. This prototype is a wearable
user interface for interacting with Radio Frequency Identification (RFID) tagged objects, which
allows for a tangible interactive interface (Tanenbaum et al. 2010, 1). The glove allows the user
to discover hidden memories about the tagged object. Tanenbaum et al. “explore[s] the potential
of tangible interactions to increase a reader’s awareness of story objects as narratively
meaningful” (2010, 1). In order to achieve this, they use Heidegger’s concept of present-at-hand
and ready-to-hand. This concept states that if the tools we use disappear as we use them or
become invisible, then it’s considered ready-to-hand; however, if we are aware of the object that
we are using due to technology or other types of failure, then it becomes present-to-hand.
Although Heidegger’s concept has two functional modes, “we think that there is a third, related
mode of interacting with objects that is differentiated along semantic lines instead of functional
lines” (Tanenbaum et al. 2010, 3), which they call present-at-mind. The creation of the
interactive object-based narrative and the interface that leverages natural exploratory behaviors
supports their present-at-mind mode.
Before selecting the objects for the Reading Glove’s narrative, they had to consider some
specific criteria: the objects had to invite touch; they should be mechanically interactive; they
should support a wide range of uses, associations, and imaginings; and, they should appear to
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have a history to them (Tanenbaum et al. 2010, 4). They chose twelve objects to incorporate into
their design. After selecting the objects, the central character and the narrative was created, and a
short piece of narration was written about the object that occurred within the plot. “Four of these
objects had only a single occurrence in the storyline, while six of them occurred twice, for a total
of sixteen different narrative lexia” (Tanenbaum et al. 2010, 4). These lexia or passages in the
narrative, were written in the first person past tense narrative.
The Reading Glove was designed to simulate a hands-on interaction. There were several high
level goals established for the creation of the system: users needed to be free to move around
unencumbered by cables or other technology; users needed to be able to use both of their hands
freely, without the need for additional overt interactive tools or other interface devices; and, the
interaction needed to encourage participants to physically handle the objects in the narrative,
without interfering with the experience of the objects (Tanenbaum et al. 2010, 5). The goals were
addressed by the wearable glove. Radio Frequency Identification (RFID) sensory technology was
selected to tag each object individually and discretely. According to Tanenbaum et al., “the
Reading Glove hardware is comprised of an Arduino Lilypad microcontroller, an Innovations
ID-12 RFID reader, and an Xbee Series 2 wireless radio” (2010, 5). The hardware is controlled
with the Arduino IDE programming software.
There wasn’t a formal study conducted of the Reading Glove when this article came out, but
they recorded the findings from their test of the glove. They selected seven participants that were
graduate students and videotaped the session for any future review and analysis (Tanenbaum et
al. 2010, 6). Their study focused on several questions that explored the functionality of the
objects as semantically meaningful artifacts and the operation of the glove as a natural interface.
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The first three questions— 1. Could participants successfully piece together and recount the
basic story?; 2. Could participants map objects to specific narrative information and themes?;
and 3. Was there a correlation between time spent engaged with the objects and the
comprehension of the narrative?— were tested by asking the participants to re-tell the story to
the team as well as by asking targeted questions about specific objects (Tanenbaum et al. 2010,
6). The fourth question— Did the glove-based interaction qualitatively change how interactions
approached the objects compared to a non-wearable version?— was tested by splitting the
participants into two groups, where one group interacted with the objects while wearing the
glove and the other group had to leave the glove on the table, palm up, and scan the objects over
it.
The results from the study show that six of the seven participants successfully recounted the
details of the story and all of the participants were able to make meaningful connections.
According to Tanenbaum et al., “for at least one of the participants the glove-based interaction
interfered with her ability to engage with the objects to the extent that she desired” (2010, 7)
because physically touching things was satisfying to her and the technology would interrupt the
narrative for the object she had just put down with the narrative of the object she just picked up.
The participants of the study “enjoyed the way in which the story fit together like a puzzle,”
(Tanenbaum et al. 2010, 7) and made comments about the way the objects aided external content
within the story content.
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Enjoyment and Preference
Enjoyment happens when the person receives pleasure from an action (game, graphic, photo,
etc.). Enjoyment can motivate the exposure of messages and result from the escape from the
world of an individual into the narrative world, which allows a detachment from reality. This
may allow people to try out other possible selves (Sangalang et al., 134-135). Enjoyment is all
about letting someone become involved and immersed in the technology provided.

Enjoyment in Games
The key to enjoyment in games is to allow the player to resolve and complete the challenges
they encounter while playing the game. Players like to resolve and complete challenges they
come across while playing a game which is one way that game enjoyment is achieved. These
“new tasks and challenges at high frequencies, [allowing] players [to] receive ample
opportunities to feel competent and successful, lift their sate self-esteem, and thus generate
positive self-emotions continuously throughout game play,” (Klimmt et al., 2). Tasks that appear
to be easy to the player is considered boring not enjoyable, so making the game or the level more
difficult to accomplish will allow the player to experience more enjoyment.
Enjoyment of playing a game can stem from hedonic (simple physical forms of things users
desire) and non-hedonic (happiness and physical well-being) experiences. Hedonic experiences
can happen with a highly arousing nature of games and become intensified by the type of
presence-introducing attributes of the technology in the game that leads to involvement and
immersion (Tamborini & Bowman, 97). An example of this are the sound and the graphics, the
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need for user participation, the interactive nature of the game controller, and the stimulation of a
game.
Players like to be present within the environment or space of the game, allowing them to
experience enjoyment of the game. Games that have created a sense of spatial presence should
cause the player to feel immersed in the exciting locations the game has to offer, which leads to a
more enjoyable experience (Skalski et al, 229). Enjoyment stems from the user interaction within
the environment, so the author of the games needs to ensure that the users get the immersive
experience they seek. Enjoyment of games comes from more than just the physical activities: it
can also come from the mental activities (Wu & Liu, 131). Mental activities could include a
matching game, where the user needs to match fact cards to photos.

Enjoyment in Infographics
Infographic enjoyment can be determined through interactivity. According to Yang and Shen,
“[I]nteracting with interactive features like parallax scrolling can not only trigger the heuristics
of coolness, fun, and playfulness but can also offer vivid presentation of website information and
a sense of control online, thereby increasing users’ satisfaction and enjoyment,” (637-640).
Interacting with hyperlinks, audio files and video files is one way that user enjoyment can be
increased.
Emotion is a form of enjoyment that “expands beyond affect to include subjective feeling
states, such as joy and excitement” (Fiore, Jin & Kim, 670). Two ways to evoke this kind of
emotion is to consider the type of environment the interaction is in and to consider the personenvironment interaction (Fiore, Jin & Kim, 671). For example, in the infographic created for this
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study, there is a sports theme that can create an emotional experience for the sports fan. It may
not create an emotional experience for someone who finds sports uninteresting.
Researchers, according to Stephens and Mottet, are starting to document how interactivity can
make satisfaction/enjoyment of the learning experience better (91). The findings by both
Arbaugh (2000) and Stocks and Freddolina (2000) involved the increased interactivity had
enhanced the satisfaction/enjoyment of the students within the learning environment (Stephens &
Mottet, 92). Interactive Infographics can therefore increase the enjoyment and satisfaction in a
user/reader.
According to Sun and Hsu, satisfaction is one of the factors that determines whether or not the
user continues using the interactive system (173). The more positive the user’s experience is, the
more likely they will get their information from that system, i.e. interactive infographics.
Another factor in the user experience is keeping in mind that “satisfaction can be evaluated in
terms of the level of connection between the users and their preferences for the system [or
content]” (Sun & Hsu, 173). This goes back to Fiore, Jin and Kim’s idea of the environment in
which the user prefers to accept their content.

Enjoyment in Interactive Novels
In an interactive novel, enjoyment comes from control the players have on the story.
According to Bowman, “players are able to immerse themselves and perform within a virtual
environment and the pleasure derived from the experience comes from the performance itself,”
(44). In an interactive novel, there are several paths and outcomes for a player to explore. In a
sense, users can choose their own adventure path.
36

Interactive novels allow the user to leave the real world and enter into the narrative world
“allowing them to detach from their identities and try out possible selves” (Sangalang, 135).
Leaving, or escaping, the real world through narratives can create a change from the events
happening in one’s own life. According Bilandzic and Busselle, “one may find temporary relief
from imminent decisions, negative events, and existential fears” (34). When entering in into the
narrative world, the user is able to take on the role of someone different, the character. The
narrative then adds a value and enjoyment for the person who is looking for this escape.
Enjoyment can occur in many aspects of the interactive novel. Sangalang says “[it] can be a
motivator for message exposure, as well as an outcome of narrative involvement” (134-135).
Narrative involvement can have an influence on the enjoyment of the interactive novel, so
making sure there is multiple opportunities is key for users to experience enjoyment. Next, this
study will discuss the researchers that did studies on interactive storytelling where their findings
resulted in cognition and enjoyment.

Preferences
According to Geers, it has been argued in previous research that news consumption is
dependent more on the preference of specific content rather than the platform through which
news is provided (336). Geers argues that platform-based and content-based preferences are
linked together by stating “the differentiated availability of information across different media
coupled with a broad interest for different types of news content,” which could be the preference
of what has been news omnivores—people that combine content and platform in their
preference—and have a strong preference for certain news content in different platforms for
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reinforcement and elaboration on similar information (337). People who are identified not only
by their low overall use of any kind of media platform and their lack of preference of specific
news content are referred to as news minimalists (Geers, 337).
In terms of game play, players prefer the challenges that they are confronted with represent
opportunities to experience own competence by attributing the success events in the game to
one’s own skill and efforts (Klimmit et al., 2). Users tend to prefer infographics be aesthetically
appealing. According to Harrison et al., it only takes 500ms for people to form a reliable opinion
of the infographic’s aesthetics and the value of a visualization increases the more time that users
spend with the infographic (2).In an interactive novel, users prefer to interact with a storyline
that they can “have a direct impact on the direction or outcome of the storyline,” (Riedl &
Bulitko, 68).

Cognition and Information Retention
Cognition refers to what the person can mentally recall from the information given to them.
Cognitive psychology has two qualitatively distinct modes of processing cognition, unintentional
and controlled (Yang & Shen 2019, 213). Unintentional cognition occurs without awareness and
attention that are stored in the long-term memory and controlled cognition requires people to
consciously comprehend, attend and restore the memories of the presented information (Yang &
Shen 2019, 213).
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Cognition in Games
Games provide very active forms of learning. Games are highly arousing physiologically and
trigger the brain’s reward system that lead in turn to brain plasticity (Green & Seitz, 102). Games
are able to alter the brain and its behavior. Puzzle games can show improvements in spatial
reasoning and the problem-solving skills like it did in the study involving training on Portal 2,
which is a 3D puzzle game (104). According to Green and Seitz, “Brain Games” are another type
of game that improves cognition. This type of game is designed to improve cognitive function
and are aligned with an understanding of neuroscience, which underlies the trained functions
(105). These games tend to embody commercial video games that are associated with the
advancement of cognition.
There are many types of cognition including verbal, spatial and analytical. Spatial cognition is
considered the oldest of the three and is believed to be essential for the development of the
verbal and analytic cognitive capacities (Spence & Feng, 94). Spatial cognition permits
necessary mental representations that code the positions and relationships among objects making
some behaviors impossible without it. According to Spence and Feng, “spatial abilities are
essential to represent, organize, understand, and navigate the environment, to attend specific
objects, to manipulate objects, and to communicate information about objects and the
environment to others” (94). Games that train your brain— puzzle, maze, action and driving
genres— use such spatial abilities.
The memory has the ability to retrieve and store information. There are two types of memory
relevant to playing games, working memory and long-term memory. Long-term memory is the
brain’s capacity to store information of long periods of time (Spence & Feng, 97). For example,
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users must learn the rules of the game and, over time, the rules just come naturally. Working
memory is the brain’s capacity to store information temporarily (Spence & Feng, 97). In working
memory, the brain cannot hold more than four objects at a time, but when working with the longterm memory, the two complement each other (Spence & Feng, 97). An example of how both
memory types complement each other is when the working memory pulls facts from the longterm memory to achieve an immediate goal in the game. Green and Seitz use training of older
adults on a real-time strategy game called Rise of Nations to show significantly greater
improvements of the working memory as well as task-switching, visual short-term memory, and
mental rotation (104). The game task becomes complex when additional cognitive processes are
required, such as searching, matching, and symbolic problem solving, or the use of gesture,
language, numbers or imagery (Spence & Feng, 98). The matching game in this study is
considered complex because it matches facts to photos.

Cognition in Infographics
Infographics is a tool that helps control the growing amount of information that we have in
the world. They simplify the information so we can retain the information more than in an alltext document. The visualization (i.e. color, graphics, signs, icons, maps, etc.), the content (i.e.
facts, references, statistics, etc.), and knowledge (i.e. messages, conclusions, etc.) are all the
elements (Damyanov & Tsankov, 84) of infographics that help the user understand the
information better.
The infographic’s visual presentation can be performed as demonstration and visualization.
“While demonstration occurs mostly with ready-made objects, processes and phenomena,
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visualization is representation in the form of a model,” (Damyanov & Tsankov, 84). This means
that the information needs to be condensed with the use of figures, texts and images for the
learning process.
Cognitive skills (i.e. interpretation, analyzing , evaluation, conclusion, explanation, etc.) are
developed with the use of infographics as models. These models include: the effective use of
images and visual media for different purposes; effectively using the technology to work with the
images; the use of problem solving, creativity, and experiments to incorporate images into
scholarly projects; communicating effectively with and about the images; designing and
producing visual materials for a range of projects and scholarly uses; the use of design strategies
and creativity in images and visual media production; and, the use of a variety of tools and
technologies to produce visual media and images (Damyanov & Tsankov, 88). The use of the
infographics can allow for a higher level of competence in visualization, thus permitting the user
to enjoy it.

Cognition in Interactive Novels
Cognition in an interactive novel can occur through hyperlinks within the story. These
hyperlinks let the user to navigate throughout the passages. Cognitive hyperlinks help a reader
make sense of the story’s structure through reoccurring themes, characters, locations and other
literary elements (Tanenbaum et al., 2). Giving the users the option to return to the beginning of
the story in several of the passages in the Ron Myers Interactive Novel allowed the users to
explore alternate outcomes.
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Another form of cognition that occurs in the narrative world involves focusing on the
problems of the characters. Bilandzic and Busselle say “thinking about a character’s problem
will leave little capacity for thinking about one’s own problems” (34). This goes hand-in-hand
with leaving the real world and entering into the narrative world mention in the above section.
When it comes to cognitive psychology, there are two distinct qualitative modes of processing
cognition— controlled and unintentional. Controlled cognitive processing requires the individual
to attend consciously to, understand, and restore the accessible information into their memory,
where unintentional cognitive events occur without awareness and attention through quick
stimulation of the responses kept in their long-term memory (Yang & Shen, 213). Interactivity
within the interactive novel lets the user engage in cognitive tasks and challenges the user to
become active in decision making. A concept that Yang & Shen explore is cognitive
absorption— the total attention where all of the individual’s attentional resources are consumed
by the object of attention (214). This is just a fancy way to say that the user has become
completely immersed in the interactions they have with the technology.

Information Retention
Information retention is the ability to absorb information and transform it into one’s own
knowledge, which is a key platform of learning and involves cognitive absorption,
comprehension, elaboration and memory (Yang & Shen 2019, 214-215). Cognitive absorption
allows users to have total attention of where all an individual’s attentional resources were
consumed by the object of attention allowing them to get psychologically immersed in their
interactions with the technology with their full attention (Yang & Shen 2019, 2014).
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Comprehension allows for the extraction of the source’s intended meaning from the information
provided and determines the degree to which one understands the information communicated
(Yang & Shen 2019, 214).Elaboration allows a person the ability to fill in additional information
and generate relevant thoughts that pertain to the existing information (Yang & Shen 2019, 215).
Memory refers to the storage and retrieval of the information provided an is operationalized as
recall and recognition (Yang & Shen 2019, 215).
Infographics can be used as a tool for achieving the next stage of literacy—visual literacy—
and development of a comprehensive system of cognitive tasks (Damyanov, 82)—
summarization of essential source information for the [topic] in a mental, verbal, visual or other
form and transfer the knowledge obtained for the [information provided] as knowledge of the
subject being [retained] (Damyanov, 83).In terms of games and interactive novels, information
retention can be achieved by repetition on a wide variety of tasks (Spence & Feng, 98) including
flipping cards and clicking on multiple links that take the reader to the different lexia provided.

Summary
This chapter presented research showing that immersive and transmedia journalism can be
used in news platforms to tell the same information to different audiences. According to Pase et
al., transmedia is created through the deconstruction of a structured model of information
dissemination, becoming a singular and important phenomenon in which, the informational
synergy and convergence highlights the need for renovation in the journalistic field (64).
Narratives are an important part of transmedia and immersive journalism. This study measured
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the platform preferences and information retention of these different immersive platforms
through interactive novels, interactive infographics and interactive games.
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CHAPTER THREE: METHODOLOGY

Through a blog consisting of a traditional article and three different interactive platforms with
corresponding surveys for each platform, the study’s intent was to measure participant
preference and information retention/cognition to see which type of transmedia journalism is
more cognitively salient and preferred to users/readers. A blog consisting of four platforms
(traditional print article, interactive game, interactive infographic, and interactive novel) and an
online survey following each platform (via Qualtrics) was sent as an e-mail link to participants
from UCF digital media instructors in summer 2020 courses (see Appendix F). Instructors
offered bonus points as an incentive for completing the platform and survey.
The article that was chosen was written by me and published by Haven Magazine in Winter
Haven, FL. This study chose the article “Ron Myers ‘Bleeding Tiger Blue” to represent the three
different transmedia platforms utilized in this study. This article is a baseball themed article that
profiles the Director of Florida Operations for the Detroit Tigers, Ron Myers. The article
explores his career path and accomplishments.

Population
Digital media undergraduate students concurrently enrolled in the University of Central
Florida’s Digital Media program (in the Games and Interactive Media department during
summer 2020 received access to this study and the informed consent through their professors’
Webcourses, which a link was provided by email to their professors. Forty-three of these
students volunteered to be in the study. Evidence in research shows people do find interactive
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features useful and that this can enhance enjoyment (Chu & Yuan, 2013), but it may depend on
how many interactive features are incorporated. Since moderate use of interactive features may
be beneficial, but excessive use may be distracting and may not be conducive to learning (Bucy,
2004b), it was intended for each participant to be assigned one story platform. These 43
volunteers were asked to complete one story platform consisting of a transmedia journalism story
assigned as a traditional print article, interactive novel, interactive infographic or interactive
game with questions measuring preference, enjoyment and information retention/cognition of
these different digital platforms. Upon participant emails responding to a problem with the timer
inserted into the study, the timer was removed creating an additional problem. It was intended
for participants to be randomly sent one platform and corresponding survey, but data collection
revealed all participants were sent all four platforms in a random order. Data collection also
revealed not all participants responded to all the surveys and there is no way to which participant
interacted with a platform or took a survey.

Measures and Methods
This study, through a blog consisting of a traditional print article and three different
interactive platforms with corresponding surveys for each platform, measured platform
preference and information retention to see which type of transmedia journalism is preferred to
readers and easier for readers to retain more information. In this study, the preference and
information retention/cognition of these different immersive platforms through comparing
interactive novels, interactive infographics and interactive games with a traditional article were
measured.
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Each interactive platform was created and linked into the individual platform survey created
in Qualtrics. Participants were sent an e-mail link consisting of the study blog from their digital
media instructors in summer 2020 UCF courses (see Appendix G). Each participant received the
blog that consisted of a random order of the traditional article and each interactive platform with
corresponding surveys, therefore it was random whether the participant read the traditional
article first or interacted with one of the interactive platforms first. The survey questions were
specific for the traditional article and for each of the interactive platforms and were administered
after the traditional article and after each interactive platform. These questions were used to
evaluate participant preference of article platform and information retention/cognition.

Prototype
The creation of the blog was created in Visual Studio Code. Hypertext markup language
(HTML) tags were used to insert writing, images, embedded objects, and links. A cascading style
sheet (CSS) was used to add color, font size and style, text position and image size. The
interactive platforms were included via an <embed> tag from other websites that were used to
create the interactive platforms.

Interactive Games
There are many platforms to consider when creating a game including the mechanics,
dynamics and aesthetics. According to Stephane Natkin, the mechanics are tools that designers
use to build the game (161). The Detroit Tigers matching game was created using three
programs: Microsoft Word, the Snipping tool and Pexeso. First, Microsoft Word was used to
create the text images using the shape option as well as text. After the text images were finished,
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the Snipping tool was used to make the individual text images. The next step involved the
Pexeso website, a site that allows you to make your own matching game.
Aesthetics create a sense of emotional response in people that are designed intentionally by
the designer. According to Bohyn Kim, one can create game aesthetics through sensation,
fantasy, challenges, narrative, expression, fellowship, discovery and submission (18). The
aesthetic was chosen to make the game more challenging. The game is deigned to challenge
people to remember information about the Detroit Tigers as well as learn new information.
Flanagan and Nissenbaum argue “all games have some sort of aesthetic, and many games are
beautiful, but the aesthetic moves beyond what is good looking or not and ultimately infuses the
game with values,” (70).
Dynamics is essential to gamification. Gamification is a term that becomes “[the] process of
enhancing a service with affordances for gameful experiences in order to support user's overall
value creation” (Huotari & Hamari, 19). According to Kim, game dynamics are principles of the
game design that create and support the aesthetic experience (18). For example, the game being
used has aesthetics which involves the game being a challenge so the game dynamics would
include the built-in card-flip counter.
To create a new matching game in Pexeso, one is prompted to choose the type of game to
create. The advanced 2-memory 6x4 pairs game, 24 cards, upload all 24 different images option
(shown in figure 1) was chosen for this study. The next page allows the upload of photos. There
was an A option and a B option for each image, so the image and the text image would match up
when the play occurred (shown in figure 2). The final step allowed the design of the card when it
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was flipped, a Detroit Tiger logo was selected (shown in figure 3), to be chosen. The game took
moments to create and publish through the website after submitting the final step (shown in
figure 4).

Figure 1: Advanced 2-memory 6x4 pairs game, 24 cards, upload all 24 different images
option
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Figure 2: Image load page with A option and B option

Figure 3: Design of the front side of the card
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Figure 4: Preview and publishing options
There were several different versions of the game created before all the problems that
occurred were fixed. Problems included: words in the snipped images being underlined in red,
images not being cropped correctly, and the fact that some of the images and text images ended
up with the wrong match. The final matching game (shown in figures 5 & 6) shows what the
participants saw when they played the game.
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Figure 5: Matching Game (Bleeding Tiger Blue)

Figure 6: Matching game with answers. (Bleeding Tiger Blue)
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The entire process took a day to complete, publish and embed into the blog prototype. The
embedded information was added using the <iframe> HTML tag (shown in figure 7).

Figure 7: HTML code in Visual Studio Code
Interactive Infographics
There are many ways to create an infographic, including hiring a graphic designer, using
computer software and through websites. According to Siricharoen and Siricharoen, building
through an online website has its advantages and disadvantages Advantages include: quickness,
ease of use, tools for graphics and creation, and publish and share options. Disadvantages
include: limited data input, limited design choices, limited templates, restricted to their website,
and may not be higher for printing (4). The Ron Myers timeline infographic was built in
Venngage, an infographic website.
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Design features of an infographic should be simple and present complex information quicker
and clearer than an article full of text. According to Serkan Yildrim, effective infographics
should have a design with the following features: 1. The title should include the content and
message to be presented; 2. The fonts, shapes and colors should be consistent; 3. It should be
easy to read the text; 4. Visuals should be open and consistent with the content; 5. Opposite
colors to the background color should be used for the readability of text; and, 6. Images should
be original or there should be no copyright problems (252). The timeline was created using
various shapes (shown in figures 8 & 9) and the Detroit Tiger team colors, blue, white and
orange to give it a sports aesthetic (shown in figures 10 & 11). Infographics that are considered
to be more aesthetically appealing have been found to have positive effects on engagement
(Harrison, Reinecke & Chang, 1). Aesthetics are important to consider when designing an
infographic.
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Figure 8: Line shapes used in Venngage

Figure 9: Square turned rectangle shape used in Venngage
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Figure 10: Blue color used in Venngage

Figure 11: Orange color used in Venngage
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When designing an infographic, visual elements are essential. “Using unrelated visual
elements in an infographic may create boring an unattractive effect for readers,” (Arslan & Troy,
413). With the use of the photo insert option in Venngage, various photos that related to Ron
Myers were added, including his college and several of the teams for which he worked (shown in
figure 12).

Figure 12: Image upload in Venngage
There are different categories for infographics depending on their visual types. The
infographic fits two of the six categories: Static and Clickable. According to Yildirim, static is
the simplest and more common category because it can be created as either PDF or image file
and clickable is the static structure in addition to HTML links throughout the infographic and are
presented on the web (2017).Using a template from the Venngage website, the linking option in
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the online application, allowed the various photographs to be linked to the corresponding
websites (shown in figure 13).

Figure 13: Link function used in Venngage
It takes time to create an infographic. According to Liz O'Neill Dennison, there are three
phases when it comes to developing an infographic: ideation, copy (writing and editing), and
design (kapost.com). The estimated time frame that a typical infographic should take is eight
days: two days for the ideation phase, two days for the copy phase, and three days or so for the
design phase. Because the research was completed years earlier, it took two days to create the
infographic, half a day to fix any issues that occurred through linking and edits to grammar and
text and a few minutes to publish on the Venngage site. The final infographic (shown in figure
14) shows what the participants saw as they interacted with the infographic.
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Figure 14: Interactive Infographic
The final product was published and embedded into the blog prototype with a HTML <script>
tag (shown in figure 15).
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Figure 15: HTML code used in Visual Studio Code
Interactive Novel
Stories are essential to the learning and culture of the human experience. Interactive Fiction
(IF) refers to a genre of narrative games that allow the user to choose their own adventure path.
According to Li, Lee-Urban and Reidl, the core mechanic of an interactive fiction is called a lock
and key evolution where scenes and actions become possible when other scenes and actions
occur (1). For example, in the interactive fiction story, the user can unlock either the path of a
baseball player or someone that works in the background for the team.
The Ron Myers interactive novel was created using the Harlowe 3.1.0 format in Twine 2. The
storyline gives the user several different outcomes. The photos used in the passages were
uploaded to the partnering website, base64-image.de and then embedded back into the passage
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via copy and paste. Coding the story with the Harlowe format was easier than coding in the
HTML editor, Visual Studio Code. For example, linking a passage to another passage consisted
of [[The Clickable Link To->The Passage Name]] (shown in figure 16). Other tags that were
used included html tags for a form <form></form>, input <input>, break <bk> and image <img>
(shown in figures 17 & 18).

Figure 16: Passage Link in Twine 2

61

Figure 17: Form, Break, Input tags in Twine 2

Figure 18: Image tag in Twine 2
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The style of the interactive novel was created using cascading style sheets (CSS) . With CSS,
controlling the background color, background image, text font, text size, and the background
position on the different passages (shown in figure 19) were possible. The figure below shows an
example of what a CSS document looks like in Twine 2.

Figure 19: Twine CSS
Creating the storyline and different pages within Twine took five days to complete the entire
storyline. Once the story outcome you choose ends, there is an option to return to the beginning
of the story several times to explore the many outcomes that exist. The passage map in figure 20
shows the outline of the overall story line and the many interwoven links between the passages in
which the participants created their own adventure from.
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Figure 20: Interactive Story Passage Map

After completing the interactive novel, uploading it to the public_html folder on FileZilla
(shown in figure 21) made the site live. Once the link was live, it was embedded it into the
HTML code with an <iframe> tag (shown in figure 22).
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Figure 21: FileZilla Upload Process

Figure 22: HTML code used in Visual Studio Code
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Instrumentation
A survey was created with Qualtrics to collect qualitative and quantitative data needed for
the study. The participants interacted with four platforms: traditional print article, interactive
game, interactive infographic or interactive novel. They were able to review the materials that
were randomly assigned to them and answer the corresponding surveys. Each survey had ten
questions: five multiple choice, two Likert scale, one age, one gender, and one open-ended
qualitative question.
The multiple-choice questions were the cognitive questions and determined what
information the participants remembered about their survey content, i.e. Who was the Director of
Florida Operations to the Detroit Tigers? The Likert scale questions determined preference and
enjoyment, i.e. What is the likelihood that you would interact with this platform again?

Analysis of Data
A mixed-method analysis using statistical analysis of the survey questions and a qualitative
analysis of the open-ended items was chosen as the research method for this transmedia
journalism study. The quantitative data consisted of two Likert questions for each platform, one
question for platform preference and once question inquiring if participants would pay for the
interactive content. The quantitative data also consisted of three common multiple-choice
questions to examine story content retention for each platform. To determine what participants
attended to in the platform environment, survey questions were coded as research question 1 and
research question 2. The research questions for each platform were separated into four
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categories: traditional article, interactive games, interactive infographics, and interactive novel,
as well as participant responses to the open-end qualitative questions.
The quantitative data consisted of Likert questions inquiring about participant preference and
common multiple-choice questions to examine participant story content retention for each
platform. In reviewing the Qualtrics data report, there was a problem with the data in that it
could not be determined if participants took one or more surveys. Looking further into the data, it
was found that participants were able to take the survey multiple times, which included taking
the demographic part of the survey each time. Therefore, data was able to be associated with the
Qualtrics default report provided the individual surveys the participants took, showing that the
majority of the participants interacted with all four platforms and took all four surveys.
Going into data analysis, another problem occurred in Qualtrics when statistically comparing
one of the retention/cognition content questions. The results from one of the test correlations
indicated that no significant test could be run. In thinking the data was not going to result in
findings that could be accepted, a closer look at the common multiple-choice questions revealed
and inconsistency in the equivalence with the answer choices. An example is one question had
answer choices, Bob Donahay and Ron Myers, whereas another question had answer choices,
Ron Myers and Al Kaline. Another example was the order of the Likert answer choices. The
choices were then numerically coded into SPSS to be equivalent : Bob Donahay = 1, Ron Myers
= 2 and Al Kaline = 3, as well as Extremely Unlikely =1, Slightly Unlikely = 2, Neither Likely
nor Unlikely = 3, Slightly Likely = 4, and Extremely Likely = 5. This did not change any
participant answers. There was an issue with Qualtrics and the answer codes within the program.
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Thus, statistical tests on memory/ retention (H2, RQ2) are not reported, although qualitative
analysis is.
The qualitative data consisted of an open-ended question for the traditional article and each
interactive platform capturing participants’ platform interaction. Data for the open-ended
question were transcribed and coded to answer the research questions. Three classes of codes
were assigned: descriptive, interpretive, and pattern (Miles & Huberman, 1994). Statistical
analysis data was viewed to identify participant remarks and assign preliminary codes to the
data. This information helped to identify positive (+), negative (-) and neutral (N) feedback in the
statistical analysis data to articulate meaning (see Table 1).
Patterns emerged once participant remarks were analyzed after survey questions were
classified into research questions. If participant remarks noted a positive experience with the
platform in which the article was presented, the comment was coded P+. For instance, example
terms or phrases used to describe a positive experience were “fun”, “interesting,” “exciting,” and
“more appealing.” If the participant remark noted a negative experience with the platform in
which the article was presented, the comment was coded P-. For instance, example terms or
phrases used to describe a negative experience were “not enjoyable” and “boring”. If participant
remarks did not indicate a preference with the platform in which the article was presented, the
comment was coded NP. Other patterns that emerged were that respondents remarked on the
content, the article topic (AT), learned the article content with memorization (LCm), learned the
article content about knowledge (LCk), remarks about the platform technology (T), and remarks
based on their emotions (E) of their experience with the platform (see Table 1).
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Table 1
Table of codes
Beginning codes

Code

Ending codes

Code

Research Question 1

RQ1

RQ1-G, RQ1-II, RQ1-IN

Research Question 2

RQ2

RQ2-G, RQ2-II, RQ2-IN

Platform positive
experience

+

Platform positive

P+

Platform negative
experience

-

Platform negative

P-

Platform neutral

N

No preference with platform NP
Article topic

AT

Learning article content
with memorization

LCm

Learning article content
about knowledge

LCk

Platform use emotions

E

Use of technology

T

Ethical Considerations
A utilitarian viewpoint (Miles & Huberman, 1994) was used to protect participants’ rights
throughout this study and to guarantee ethical considerations were observed. Four main actions
were taken to protect participants: the research protocol was reviewed by the Institutional
Review Boards (IRB) of the university, participants were recruited with an informed consent, the
survey was conducted so as “to avoid harm to others,” and participants’ confidentiality was
maintained through the use of coding.
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Specific procedures were used to protect the participants during the study. First, participants
were reminded of their rights to withdraw from the study at any time. Second, participants’
confidentiality was protected through anonymity, participant nominal data was not collected.
Finally, all data were kept in a locked filing cabinet until the information was no longer needed.
Through careful consideration, no harm was done to participants during this study and ethical
considerations were made throughout the entire process using a utilitarian viewpoint (Miles &
Huberman, 1994).

Summary
The methodology used to conduct the study has been described in this chapter. A description
of the population, measures and methods, and prototypes were described. The instrumentation
used in the study was also described. Finally, data collection and analysis procedures were
explained. The analysis of the data is presented in chapter 4.
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CHAPTER FOUR: ANALYSIS OF DATA

IRB approval for this project was received in the spring semester of 2020. Data collection
started in the spring and continued through the summer term and was completed early in the
summer semester. The survey was taken by 43 undergraduate students in the Games and
Interactive Media program taking the sophomore level course Introduction to Digital Media
(DIG2000). Of the 43 participants. Participants were not financially compensated for their part in
the research; however, they received extra credit by their course professor.

Demographics
This study, though it does not relate to the hypotheses presented, provides a general
demographic to better understand the participant pool. All 43 participants were game design
students. All 43 participants were provided a survey that included their gender and age.
The participants in this study were more than 35 percent being male with a frequency of 17
and more than 60 percent being female with a frequency of 26. The mean age is 22, the age
range is 9 and the standard deviation is (SD=2.155).

Hypothesis 1: Preference
This hypothesis predicted that people will prefer the interactive (infographic, interactive
novel, and game) platforms over the traditional (online news article) platform. The data generated
for this analysis was from the survey question, how likely are you to read the original article over

71

interactive platforms? The results of this hypothesis were calculated for each platform in table 7
below.

Research Question 1
To determine how likely digital media undergraduate students are likely to prefer interactive
platforms to a traditional print article, the first research question will be discussed: How likely
are people to prefer interactive platforms to a traditional platform? Data related to questions
challenging participant preferences between the traditional print article and the interactive game,
interactive infographics, and interactive novel will be used to answer research question one. This
study will begin with the presentation of quantitative statistical data comparing Likert preference
questions for each interactive platform with the traditional print article, and then a presentation
of the qualitative open-ended question remarks between each interactive platform and the
traditional print article.

Attention to preferences between the Traditional Print Article and Each Interactive Platform
This study will present participant percentages for the Likert questions regarding participant
preference between the traditional print article and each of the three interactive platforms. Then,
this study will turn to participant remarks to the open-ended questions describing their
experiences with the interactive platforms.
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Table 2
Participant Preferences between the Traditional Print Article and the Interactive
Platforms

Extremely
unlikely

Traditional
Article
Percent
Count
14.0%
6

Interactive Game
Percent
27.9%

Count
12

Interactive
Infographic
Percent Count
2.3%
1

Interactive Novel
Percent
Count
11.6%
5

Slightly
unlikely

30.2%

13

11.6%

5

2.3%

1

9.3%

4

Neither
likely nor
unlikely

9.3%

4

7.0%

3

18.6%

8

23.3%

10

18.6%

8

14.0%

6

18.6%

8

30.2%

13

9.3%

4

16.3%

7

34.9%

15

9.3%

4

Slightly
likely
Extremely
likely

Total
81.4%
35
76.7%
33
76.7%
33
83.7%
36
Missing
18.6%
8
23.3%
10
23.3
11.1%
7
data
Total
100%
43 100.0%
43
100%
43
100%
43
Traditional Print Question: How likely are you to read the original article over interactive
platforms?
Interactive Game Question: How likely are you to play the game over reading the traditional
article?
Interactive Infographic Question: How likely are you to use an infographic over reading the
traditional article?
Interactive Novel Question: How likely are you to play through the interactive novel over
reading the traditional article?
Participants reported their preference for platform for in a Likert question after interacting
with each platform. After reading the traditional article, 35 participants responding to the Likert
question asking participants if they would read the original article over interactive platforms,
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only 28 percent reported they were “slightly likely” or “extremely likely” to read a traditional
article rather than interact with interactive platforms. In contrast, 44 percent reported they were
“slightly unlikely” or “extremely unlikely” to read a traditional article rather than interact with
interactive platforms. After playing the interactive game, 33 participants responding to the Likert
question asking participants if they would play the game over reading the original article, only 30
percent reported they were “slightly likely” or “extremely likely” to play the game rather than
read the traditional article. In contrast, 40 percent reported they were “slightly unlikely” or
“extremely unlikely” to play the game rather than read the traditional article. After using the
interactive infographic, 33 participants responding to the Likert question asking participants if
they would use the interactive infographic over reading the original article, 54 percent reported
they were “slightly likely” or “extremely likely” to use the interactive infographic rather than
read the traditional article. In contrast, only five percent reported they were “slightly unlikely” or
“extremely unlikely” to read the traditional article over using the interactive infographic. After
playing through the interactive novel, 36 participants responding to the Likert question asking
participants if they would play through the interactive novel over reading the original article, 40
percent reported they were “slightly likely” or “extremely likely” to play through the interactive
novel rather than read the traditional article. In contrast, only 21 percent reported they were
“slightly unlikely” or “extremely unlikely” to play through the interactive novel rather than read
the traditional article. The statistical analysis for the Likert questions is presented next.

74

Preference between traditional article and interactive game
Table 3
Preference between Traditional Article vs. Interactive Game

Traditional
Article

M
2.75

SD
1.34

N
32

95% Confidence
Interval of the
Difference
Upper
Lower

t

df

p-value

-.692
.817
.169
31
.867
Interactive
2.69
1.64
32
Game
Traditional Article: How likely are you to read the original article over interactive platforms?
Game: How likely are you to play the game over reading the original article?

The mean for the preference for the traditional article (M = 2.75) is greater than the preference
for the interactive game (M = 2.69). This is not consistent with the research hypothesis. A
paired-sample t-test revealed that the preference for the traditional article (M = 2.75, SD = 1.34,
N = 32) was not significantly different from the mean score from the interactive game platform
(M = 2.69, SD = 1.64, N = 32), t(31) = .169, p = .867. Therefore, we fail to reject the null
hypothesis. A 95% confidence interval on the difference between the two population means
using a t-distribution with 31 degrees of freedom is (-692, .817), indicates that there is not
significant evidence that there is a preference among the means of the traditional article and the
interactive game. There is not enough evidence to suggest the means are different between the
preference for the traditional article and the interactive game platform.
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Preference Between Traditional Article and Interactive Infographic.
Table 4
Preference between Traditional Article vs. Interactive Infographic

Traditional
Article

M

SD

N

2.81

1.33

31

95%
Confidence
Interval of the
Difference
Upper
Low
er

t

df

pvalue

-1.893
-6.23
-4.046
30
.000
Interactive
4.06
1.33
31
Infographi
c
Traditional Article: How likely are you to read the original article over interactive platforms?
Infographic: How likely are you to use the interactive infographic over reading the original
article?

The mean for the preference for the traditional article (M = 2.81) is less than the preference
for the interactive infographic (M = 4.06). This is consistent with the research hypothesis. A
paired-sample t-test revealed that the preference for the traditional article (M = 2.81, SD = 1.33,
N = 31) was significantly different from the mean score from the interactive infographic platform
(M = 4.06, SD = 1.09, N = 31), t(30) = -4.046, p = .000. Therefore, we reject the null hypothesis
A 95% confidence interval on the difference between the two population means using a tdistribution with 30 degrees of freedom is (-1.893, -.623), indicates that there is significant
evidence that there is a preference among the means of the traditional article and the interactive
infographic. There is enough evidence to suggest the means are different between the preference
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for the traditional article and the interactive infographic platform, the interactive infographic is
preferred over the traditional article.
Preference Between Traditional Article and Interactive Novel.
Table 5
Preference between Traditional Article vs. Interactive Novel

Traditional
Article

M
2.82

SD
1.31

N
33

95% Confidence
Interval of the
Difference
Upper
Lower

-.937
Interactive
Novel

3.18

1.26

.210

t

df

p-value

-1.292

32

.206

33

Traditional Article: How likely are you to read the original article over interactive platforms?
Game: How likely are you to play the game over reading the original article?

The mean for the preference for the traditional article (M = 2.82) is less than the preference
for the interactive novel (M = 3.18). This is consistent with the research hypothesis. A pairedsample t-test revealed that the preference for the traditional article (M = 2.82, SD = 1.31, N = 33)
was not significantly different from the mean score from the interactive novel platform (M =
3.18, SD = 1.26, N = 33), t(32) = -1.292, p = .206. Therefore, we fail to reject the null
hypothesis. A 95% confidence interval on the difference between the two population means
using a t-distribution with 32 degrees of freedom is (-937, .210) which includes zero, indicates
that there is not significant evidence that there is a preference among the means of the traditional
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article and the interactive novel. There is not enough evidence to suggest the means are different
between the preference for the traditional article and the interactive novel platform.
A Coding Frame for Open Ended Comments on Traditional Versus Transmedia Journalism.
Data analysis began deductively with research question 1, “How likely are people to prefer
interactive platforms over a traditional platform?” by creating upper level categories for positive
and negative responses. After multiple readings of the open-ended responses, lower level
categories emerged inductively from the interpretations of the raw data. This process was
conducted for each of the platforms: traditional article, interactive game, interactive infographic,
and interactive novel.
Traditional
Article
Article Topic
Interactive
Game
Platform
Interactive
Infographics
Positive
Interactive
Novel
Quality
Learned
Content
Quantitative

Traditional Journalism
versus Transmedia
Journalism

Traditional
Article
Article Topic
Interactive
Game
Platform
Interactive
Infographic
Negative
Interactive
Novel
Quality
Learned
Content
Quantitative

Figure 23: Traditional Journalism v. Transmedia Journalism Hierarchical Coding Frame
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A hierarchical coding frame (figure 23) was developed and used to focus on emerging lower
level subcategories of the positive responses and negative responses to platform preference.
Emerging lower level categories were developed with the consideration of possible meanings
and how these meanings merged with the developing categories. The free form comments led to
a natural division between Article Topic, Platform Preferences, and Learned Content. Further
categorization emerged within the platform category, platform design. Further categorization
also emerged from the learned content category, quality of learned content and quality of learned
content. The following sections relevant to research question 1 will cover Article Topic and
Platform Preference related responses, while learned content responses can be found in the
research question 2 section.
Preferences in Article Topic
A label for a new category, article topic, was created from text segments that contained
participant responses of about their interest in the topic. Interest is considered the individual’s
experience of becoming captivated by a topic or object in the moment, which can leave a feeling
of enjoyment and further exploration of the topic (Harackiewicz et al., 220). Several participants
attributed their positive experience to the article topic.
“I am a huge baseball fan so I enjoyed reading the article and
learning about people working in sports. One day, I aspire to work
in sports as well, so I enjoy hearing others' experiences.”
“It was nice to read about someone passionate and dedicated to
their job, or as Rob put it, his ‘hobby’. I was interested more in the
information regarding the things that he does outside of his
education.”
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On the other hand, fewer participants attributed their negative experience to the design of the
platform.
“I don't particularly care about sports.”
“I think my interaction was not the best because I was not so
interested I the topic. If it was soccer I would have been
happier.”
“I would never play a game with this topic in the first place”
From the comments provided above, one can conclude that an interest in the topic is an
important factor to consider. According to Harackiewicz et al., interest is a powerful
motivational process that energizes learning and is a psychological state of attention and affect
toward a particular object or topic (220). The participants that remarked positively about the
article topic also gave more in-depth comments about the content and the quality of the content
they interacted with. The participants that remarked negatively about the article topic were not
interested in the topic provided and wanted the topic to be something they considered interesting;
however, they were interested in the article platform they interacted with.
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Platform Preferences
Table 6
The tone of open-ended remarks for each interactive platform

Positive

Traditional
Article
26% (n = 8)

Neutral

39% (n=12)

Negative

35% (n = 11)

Interactive
Game
32% (n = 10)

Interactive
Infographic
84% (n = 27)

Interactive
Novel
68% (n = 23)

7% (n = 2)

13% (n = 4)

6% (n = 2)

61% (n = 19)

3% (n = 1)

26% (n = 9)

Total
100% (n = 31)
100% (n = 31)
100% (n = 32)
100% (n = 34)
Traditional Article: How likely are you to read the original article over the interactive
platform?
Positive coding: interesting, liked, informative, enjoyed, easy to read and understand, easier,
most preferred
Negative coding: article length, boring, not the best, least favorite, did not like
Interactive Game: How likely are you to read the original article over the interactive
platform?
Positive coding: cool, liked, fun, interesting, appealing and easy, pleased
Negative coding: boring, not fun, difficult, confusing, not great, not a fan, didn’t like,
frustrating, horrendous, takes too long
Interactive Infographic: How would you describe your interaction with the interactive
infographic?
Positive coding: good, easy, well organized, interesting, organized, liked, best, favorite,
better, enjoyed
Negative coding: lacking
Interactive Novel: How would you describe your interaction with the interactive novel?
Positive coding: best, enjoyed, better, liked, more interesting/informative, cool, fun,
great, engaging, less boring
Negative coding: confusing, difficult, longer, not the best, do not prefer
One qualitative open-ended questions had participants describe their interactions with each
interactive platform (see Table 8). Among the participants giving positive remarks about their
experience in the open-ended question, 26 percent gave a positive tone for the traditional article,
32 percent gave a positive tone for playing the interactive game, 84 percent gave a positive tone
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for using the interactive infographic, and 68 percent gave a positive tone for playing through the
interactive novel.
Among the participants giving a positive tone for the open-ended question, more participants
gave a positive tone for using the interactive infographic. Among the participants giving negative
remarks about their experience in the open-ended question, 35 percent gave a negative tone for
the traditional article, 61 percent gave a negative tone for playing the interactive game, 26
percent gave a negative tone for playing through the interactive novel and 3 percent gave a
negative tone for using the interactive infographic (see Table 8).
A new label for a new category, platform, was created from text segments that contained
participant responses about the platform. New lower level categories for the category platform
emerged with text segments referring to the design of the platform. There are five key elements
to consider for platform design: consistency, navigation, response time, credibility, and
content—in other words, make sure all tools are placed where needed, make sure the navigation
is easy-to-use, the platform is updated frequently, there are minimal to no download times, there
is some relevance to the users, and the platform uses high-quality content, which also takes
advantage of the platform’s advantages (Palmer, 153). When these text segments were positive
remarks about the platform, they were coded under the upper level positive platform category
and into the subcategory of design for each of the four platforms. When these text segments were
negative remarks about the platform, they were coded under the upper level negative platform
category and into the subcategory of design for each of the four platforms.
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Traditional Print Platform
Traditional Print has a linear organizational design pattern—where you read from start to
finish—(Eveland & Dunwoody, 35) and has been repurposed as online journalism due to
journalists not redesigning their stories to become “new media”—the use of hypertext,
interactivity, or other types of multimedia—platforms (Doherty, 17). A few participants
attributed their positive experience to the design of the platform.
“It's not bare bones like the infographic and gives me all the
information I need presented in a nice format.”
On the other hand, several participants attributed their negative experience to the design of the
platform.
“The colors were so dull and the font was very normal. Nothing
attractive about this at all.”
The participants had more negative comments about the platform design. The participants
reported that they would prefer to have a platform that provided them with a fun, more
interactive way to view the information they provided. The few participants that reported
positive comments towards the traditional print platform liked that the information was present
in an organized format. Considering that these were game design students, reading a traditional
article isn’t as appealing as an interactive platform. If the participants had photos within the
traditional print platform, they may have been more interested in the traditional way of receiving
information.
Thirty-five percent of the thirty-one participants who responded to the qualitative open-ended
question to describe their experience reading the traditional print article remarked that they had a
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negative experience. The participants attributed their negative experience of reading the
traditional print article to emotions, technology, and the article topic. Eight participants remarked
negatively about reading the traditional print article with emotions. Four participants remarked
the article was “boring”, and four participants remarked it was not their preferred method, “Not
the best,” “… least favorite display of the information.” “I didn’t like the interaction as much,”
and “… as far as the article goes it was black and white and for some people I think that might
not keep the attention of some people.” Two participants attributed their negative experience of
reading the traditional print article to the technology of the article, “It felt a bit long, it was hard
to keep attention and find it interesting,” and “The article was a mass of text that was great in
content but unfortunately just hard to read and a bit boring.” One of the participants did not like
the traditional print article topic, “I think that my interaction was not the best because I was not
so interested in the topic. If it was soccer I would have been happier.”
Interactive Game Platform
Interactive games tend to attract a participant because they want to experience challenging
goals, control over an action, competition, an authenticity to sensory cues (sound, visuals, etc.),
and develop the skills needed to be successful (Lieberman, 381). A few participants attributed
their positive experience to the design of the platform.
“I liked the matching one because it was also interactive. The
matching game and the infographic have been my favorite so far.”
On the other hand, several participants attributed their negative experience to the design of the
platform.
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“There are a few factors that made this game hard - too many
cards, too much content on each card, and small text (especially on
the pictures). This is not accessible as a result.”
“There are no instructions on the page at all, only a game board, a
rectangle that says "HUMAN" and little cards that take about 3
clicks to go away.”
The participants had more negative comments about the platform design. The participants
became frustrated with the design and technology of the game and were not interested in this
particular matching game. Considering that these participants were game design students, they
were more critical toward the game design. If the participant had a better structured game or a
different type of game, they may have preferred and/or enjoyed the game platform better.
Interactive Infographic Platform
Visuals are important in the presentation of information—they allow for a problem (or a
subject) to be presented in an organized manner allowing for the information to fit within a
certain flow scope (Yildirim, 2016). Several participants attributed their positive experience to
the design of the platform.
“This format was much more organized and easier to understand
and interact with.”
“The infographic was clear and easy to navigate. The links
embedded in the pictures brought me to a separate tab instead of
loading them on the same page the graphic was on, which is
always nice.”
On the other hand, fewer participants attributed their negative experience to the design of the
platform.
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“Having to go through so many sources to find information that
could be written in one well composed article sounds more tedious
than necessary.”
Many of the participants liked that the interactive infographic was short and to the point with
the information provided. Media richness is the ability of the platform, or medium, to get the
message to the audience (Palmer, 153). The participants also enjoyed that the links were
interactive and didn’t take them away from the infographic itself when they clicked on them,
allowing the participant to go back and forth as needed to get the information they
needed/wanted; however, there were a few participants that found this process annoying. A lot of
the participants liked the layout, they found it easier to read, understand and comprehend the
information provided. One participant that said there was information that was not there that
should have been. The interactive infographic allows the user quick access for the information
provided to them. If the user is on a time restraint, infographics are the platform that should be
used. Because there are more positive comments than negative comments for the interactive
infographic compared to the other platforms, it can be concluded that the interactive infographic
was the most preferred platform of the four.
Interactive Novel Platform
Interactive novel systems (Twine 2, Inform 7, etc.) need to be provided with a narrative
adaption—augmented narrative experiences that respond to the user’s actions and adapting
elements of the story to the preference and needs of the individual users (Rowe et al., 2008).
Several participants attributed their positive experience to the design of the platform.
“I liked this because it felt like a game and as a huge video gamer I
love the fact that I can make my own choices…”
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On the other hand, fewer participants attributed their negative experience to the design of the
platform.
“The interviews felt a bit repetitive and kind of long.”
Once the participant(s) got to the end of the path, they were taken back to the beginning of the
novel to explore alternate endings and a lot of them did not enjoy this aspect. This study was
consistent with the navigational tools; however, there wasn’t a button to end the interactive
novel, making it inconsistent (Palmer, 152). The participants would have preferred to have an
option to exit the game after they completed the path instead of constantly being prompted to go
back to the beginning. A lot of the participants liked that they obtained a lot of information and
were able to become part of the experience. The implication is many of the game design students
that interacted with this platform enjoyed it because it was more like an interactive game than the
interactive matching game. Another implication is that the participants who interacted with the
interactive novel considered this to be the interactive game instead of the interactive matching
game. The interactive novel allows for exploration of the information provided; however,
playing through the interactive novel does require spending more time with the interaction.
Also, several participants who responded to the qualitative open-ended question gave a
positive tone to the interactive novel platform. Participant positive emotional experience with the
interactive novel platform remarked it was “”fun,” “more informative and less boring, “more
interesting,” “better,” “a cool way of presenting the information,” and they “enjoyed the
process.” Participants liked “interacting with the novel and seeing different paths you could lead
down,” and found it “fun being able to make my own choices and explore alternate endings.”
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Participants also thought it was better at “capturing the audience’s attention” and “interesting”
because it “Puts you right into the perspective of the person who is experiencing the story.”
Twenty-six percent of the participants who responded to the qualitative open-ended question
remarked they had a negative experience with the interactive novel platform. Participant negative
emotional experience with the interactive novel platform remarked that the interactive novel was
“confusing,” “difficult, “not the best,” and “did not prefer” this platform. Participants also
remarked negatively that the interactive novel “seemed repetitive, “and “longer,” and “did not
have as much useful information.” One participant thought the interactive novel “felt boring after
a while since there was a bunch of text on the screen.”
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Preferences in Paying for Interactive Content
Table 7
How likely are you to pay for interactive content?
Interactive
Games
Frequency Percent
Extremely unlikely/
Slightly unlikely

Interactive
Infographics
Frequency Percent

Interactive
Novels
Frequency Percent

20

46.5%

15

34.9%

18

40.9%

Neither likely nor
unlikely

8

18.6%

10

23.3%

11

25.6%

Extremely likely/
Slightly likely

5

11.6%

8

18.6%

7

18.6%

Total

25

76.7%

23

76.7%

24

83.7%

Missing data

10

23.3%

10

23.3%

7

16.3%

Total

43

100.0%

43

100.0%

43

100.0%

Mean

2.30

2.70

2.53

Standard Deviation

1.334

1.357

1.158

Of the participants who reported they were likely to pay for interactive content, more
participants reported they are more likely to buy interactive infographics (M= 2.70) and
interactive novels (M= 2.538) over interactive games (M=2.30).
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Table 8
Paying for Content Preference between the Interactive Game and Interactive
Infographic platforms

t

df

p-value

.011
-.785 -1.985
Interactive
2.74
1.37
31
Infographic
Interactive Game: How likely are you pay for interactive content?

30

.056

Interactive
Game

M
2.35

SD
1.36

N
31

95% Confidence
Interval of the
Difference
Upper
Lower

Interactive Infographic: How likely are you pay for interactive content?
The mean for the preference of paying for interactive content for the interactive game (M =
2.35) is less than the preference of paying for interactive content for the interactive infographic
(M = 2.74). A paired-sample t-test revealed that the preference of paying for interactive content
for the interactive game platform (M = 2.35, SD=1.36, N=31) was not significantly different
from the mean score from the interactive infographic platform (M = 2.74, SD = 1.37, N = 31),
t(30) = -1.985, p = .056. Therefore, we fail to reject the null hypothesis. A 95% confidence
interval on the difference between the two population means using a t-distribution with 30
degrees of freedom is (.011, -.785), indicates that there is not significant evidence that there is a
preference for paying for interactive content among the means of the interactive game and
interactive infographic. There is not enough evidence to suggest the means are different between
the preference of paying for interactive content for the interactive game platform and the
interactive infographic platform. Since this a marginally non-significant factor, perhaps a larger
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sample size could yield a statistically significant difference in the means and therefore we could
say that interactive infographics may be a platform people are willing to pay for.
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Table 9
Paying for Content Preference between the Interactive Game and Interactive Novel
platforms

Interactive
Game

M
2.35

SD
1.36

N
31

95% Confidence
Interval of the
Difference
Upper
Lower

.348
-.477
Interactive
2.42
1.18
31
Novel
Interactive Game: How likely are you pay for interactive content?

t

df

p-value

-.320

30

.751

Interactive Novel: How likely are you pay for interactive content?
The mean for the preference of paying for interactive content for the interactive game (M =
2.35) is less than the preference of paying for interactive content for the interactive novel (M =
2.42). A paired-sample t-test revealed that the preference of paying for interactive content for the
interactive game platform (M = 2.35, SD=1.36, N=31) was not significantly different from the
mean score from the interactive infographic platform (M = 2.42, SD = 1.18, N = 31), t(30) = .320, p = .751. Therefore, we fail to reject the null hypothesis. A 95% confidence interval on the
difference between the two population means using a t-distribution with 30 degrees of freedom is
(.348, -.477), indicates that there is not significant evidence that there is a preference for paying
for interactive content among the means of the interactive game and interactive novel. There is
not enough evidence to suggest the means are different between the preference of paying for
interactive content for the interactive game platform and the interactive novel platform.
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Table 10
Paying for Content Preference between the Interactive Infographic and Interactive
Novel platforms

Interactive
Infographic

M
2.75

SD
1.34

N
32

95% Confidence
Interval of the
Difference
Upper
Lower

t

.695
-.070
1.667
Interactive
2.44
1.16
32
Novel
Interactive Infographic: How likely are you pay for interactive content?

df

p-value

31

.106

Interactive Novel: How likely are you pay for interactive content?
The mean for the preference of paying for interactive content for the interactive infographic
(M = 2.75) is greater than the preference of paying for interactive content for the interactive
infographic (M = 2.44). A paired-sample t-test revealed that the preference of paying for
interactive content for the interactive infographic platform (M = 2.75, SD=1.34, N=32) was not
significantly different from the mean score from the interactive novel platform (M = 2.44, SD =
1.16, N = 32), t(31) = 1.667, p = .106. Therefore, we fail to reject the null hypothesis. A 95%
confidence interval on the difference between the two population means using a t-distribution
with 30 degrees of freedom is (.695, -.070), indicates that there is not significant evidence that
there is a preference for paying for interactive content among the means of the interactive
infographic and interactive novel. There is not enough evidence to suggest the means are
different between preference of paying for interactive content for the interactive infographic
platform and the interactive novel platform.
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Summary of Research Question 1
Three Likert style multiple-choice questions were presented in this study to survey
participants about their preference between a traditional article, interactive game, interactive
infographic, or interactive novel. A paired-sample t-test revealed that the preference for the
traditional article (M = 2.75, SD = 1.34, N = 32) was not significantly different from the mean
score from the interactive game platform (M = 2.69, SD = 1.64, N = 32), t(31) = .169, p = .867.
Also, a paired-sample t-test revealed that the preference for the traditional article (M = 2.82, SD
= 1.31, N = 33) was not significantly different from the mean score from the interactive novel
platform (M = 3.18, SD = 1.26, N = 33), t(32) = -1.292, p = .206. Although there was not a
significant difference in the mean scores between the traditional article and the interactive game
platform and the interactive novel platform, there was a statistically different finding for
preference between the traditional print version and the interactive infographic. A paired-sample
t-test revealed that the preference for the traditional article (M = 2.81, SD = 1.33, N = 31) was
significantly different from the mean score from the interactive infographic platform (M = 4.06,
SD = 1.09, N = 31), t(30) = -4.046, p = .000. There is enough evidence to suggest the means are
different between the preference for the traditional article and the interactive infographic
platform, the interactive infographic is preferred over the traditional article.
Participants also gave comments about their preferences for each platform in an open-ended
question after interacting with each platform. More participants reported they were “slightly
likely” or “extremely likely” to interact with interactive platforms than read a traditional article
after reading the traditional article. More participants reported they were “slightly unlikely” or
“extremely unlikely” to play with the interactive game than read a traditional article after playing
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through the interactive game. More participants reported they were “slightly likely” or
“extremely likely” to play with the interactive infographic than read a traditional article after
interacting with the interactive infographic and the interactive novel.
A Likert style question were presented in this study to survey participants about their
preference to pay for interactive content between an interactive game, interactive infographic,
and interactive novel. A paired-sample t-test revealed that the preference for paying for
interactive content between the interactive game platform (M = 2.35, SD = 1.36, N = 31) was not
significantly different from the mean score from the interactive infographic platform (M = 2.37,
SD = 1.37, N = 31), t(30) = -.320, p = .056. A second paired-sample t-test revealed that the
preference for paying for interactive content between the interactive game (M = 2.2.35, SD =
1.36, N = 31) was not significantly different from the mean score from the interactive novel
platform (M = 2.42, SD = 1.18, N = 31), t(30) = -.320, p = .751. A third paired-sample t-test
revealed that the preference for paying for interactive content between the interactive infographic
(M = 2.75, SD = 1.34, N = 32) was not significantly different from the mean score from the
interactive novel platform (M = 2.44, SD = 1.16, N = 32), t(31) = 1.667, p = .106.

Hypothesis 2: Information Retention/Cognition
Hypothesis 2 predicted that people who are in the interactive component will retain more

information from the article than the print only condition. The data generated for this analysis was
from an open-ended analysis.
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Research Question 2
To determine how likely digital media undergraduate and graduate students are to retain story
content, the second research question—How much information will be retained with the
interactive components versus the print component?—had outcomes that could not be
determined. The participants remarked to open-ended comments to their preferences for learning
content.

Preferences in Learned Content
Another label was assigned (reference figure 23), learned content, for a new category from
text segments referring to participant responses with any specific article content. New lower
level categories for the category platform emerged with text segments referring to the quality and
the quantity of the content learned. According to Glogger et al., quality in learning is how often
learning strategies were applied and quantity in learning is how well learning strategies were
applied (453). When these text segments were positive remarks about the learned content, they
were coded under the upper level positive learned content category and into the subcategories of
quality and quantity. When these text segments were negative remarks about the learned content,
they were coded under the upper level negative learned content category and into the
subcategory of quality and quantity.
Quality of Content Learned
When participants remarked specifically about the details of the contents of the article, the
text segment was coded under the subcategory of quality of content learned. Quality in learning,
also known as deep-level strategies, allow for selecting and structuring of any important
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information (Leutner et al., 174). Forty-five percent of the participants (some participants had
multiple answers) attributed their positive experience to the quality of the content learned. The
first comment is from the traditional print platform. The second comment is from the interactive
infographic platform.
“I liked and paid more attention to what he has accomplished as far
as career wise and the charities and organizations he’s involved
with.”
“I liked that there was an opportunity to learn more about the
organizations he was a part of by clicking on the images.”
On the other hand, six percent of the participants (some participants had multiple answers)
attributed their negative experience to the quality of the content learned. The first comment is
from the traditional print platform. The second comment is from the interactive novel platform.
“It was long, and there were a lot of parts of the article that did not
contribute to helping me answer the questions above. Although
quotes from Ron Meyers and other snippets of stories helped me to
get a more personal image of Ron, compared to the infographic.”
“I would have liked for it to not only be just interviews as ways of
showing information.”
The participants that remarked positively about the quality of content they learned were able
to identify specific information from the information provided. Because the participants were
able to positively identify the specifics of the information, this study believes there was a deeplevel of learning.
Quantity of Content Learned
When participants remarked about learning the content of the article but not a specific detail
of the article contents, the text segment was coded under the subcategory of quantity of content
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learned. Quantity in learning, also known as surface-level strategies, involve reading information
provided and attempting to remember/learn any relevant information (Leutner et al., 174).
Seventy-seven percent of the participants (some participants had multiple answers) attributed
their positive experience to the quantity of the content learned. The first comment is from the
traditional print platform. The second comment is from the interactive novel platform.
“I was able to attain more of the information this way through.”
“It was a cool way of presenting the information and provided
some cool facts and scenarios along the way.”
On the other hand, thirty-five percent of the participants (some participants had multiple
answers) attributed their negative experience to the quantity of the content learned. The first
comment is from the traditional print platform. The second comment comes from the interactive
game platform.
“It was a little difficult to retain all of the information because
there was so much information with job titles and cities.”
“It took a while to get all of the answers right and I didn't retain
the information. I ended up guessing in order to win.”
The participants that remarked positively about the quantity of content they learned were able
to remember relevant information about the information provided. Because the participants were
able to positively remember relevant information, this study believes there was a surface-level of
learning.
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Summary of Research Question 2
Based on the open-ended comments about quality of content and quantity of content learned,
the participants had more of a surface-level learning (quantity of content learned) than a deeplevel learning (quality of content learned).
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CHAPTER FIVE: DISCUSSION AND CONCLUSION

The purpose of this study was to measure the preference and information retention of the
interactive component(s) and the print component to see which type of transmedia journalism is
more preferable to readers and easier for readers to retain more information. This chapter
contains a report on the analysis of the data obtained from the Qualtrics system consisting of
multiple-choice, Likert and open-ended questions. Information for the participants’ preference of
the story platform and retention/cognition of story content, reported and includes a discussion of
the findings of this study and recommendations for practice. The results of this study were
intended to inform users/readers of journalism. Also included are additional questions for future
research that may influence transmedia journalism.

Analysis of Research Questions
This section was organized to address each of the two research questions which guided this
study. Data were analyzed to determine participant preference to story platform and
retention/cognition of story content for facilitating decisions regarding each platform for use in
digital media.

Research Question 1
How likely are people to prefer interactive platforms to a traditional platform? The first
hypothesis is the following:
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H1: People will prefer the interactive (infographic, interactive novel and game)
platforms over the traditional (online news article) platform.
This study demonstrated that the use of the interactive infographic platform was a preferred
choice of reading a news story over a traditional article. This was the only interactive platform
that had a statistically significant difference between the means. Participants reported they were
“slightly likely” or “extremely likely” to use an interactive infographic over reading a traditional
article, 69 percent, and 46 percent respectively. Supporting participant decision of their
preference for the interactive infographic, more participants gave positive comments about their
experience of using the interactive infographic (84%) than negatively (3%). These positive
remarks about the interactive infographic were attributed to being well organized, easily
navigated, interesting through colors, images, embedded links, and quick to the point. The fact
that the participants enjoyed the interactive infographic was likely due to the fact that it was
designed to provide an experience that allowed them to get story content quickly and it was
aesthetically pleasing.
This study found there was not a statistical significance for preference between the traditional
article and the interactive game, but it is important to highlight participant remarks about their
experiences with the interactive game. Evidence from the open-ended question about their
experience with the interactive game provided insight about what the participants were thinking
about the decisions made in the Likert questions. More participants did not enjoy the interactive
game (61%) than those who did (32%). Participants remarked the game was boring, not fun,
confusing, frustrating and took too long to find the answers. Participant frustration with the
interactive game may be due to “failure to understand the narrative in an interactive game” and
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the “individual ability” of the game (Sangalang, Johnson, & Ciancio, 135). Ten percent of the
participants also reported they were not interested or had any context in the topic. Ten percent of
the participants could represent more of the participants in this study who may have not wanted
to report their lack of interest in the topic. Also, ten percent of the participants reported the
interactive game took too long. Given the interest in sports is low, the amount of time
participants spend in getting the information they want is what they care about and, therefore,
want to get that information as fast as they can. This is represented in participant choice of the
interactive infographic where 84 percent of participant comments were positive and attributed
the infographic platform to being well organized, easily navigated, and quick to the point. The
fact that the game design students do not have a high level of interest in sports may have
contributed to their negative responses. In a future study, a deeper knowledge about participant
interest and what was important to them could be relevant.
This is followed by difficulty with the interactive game technology (25%) where some
participants commented on the interactive game having “too many cards, too much content on
each card, and very small card text.” This study would suggest these findings may be consistent
with Niedenthal, (4), in that the implicit aesthetic features may have influenced participant play
and, therefore, preference of the interactive game platform. The fact that the participants are
game design students, they are critical of the game design in this study. Therefore, participant
remarks may suggest modification of the game cards or a different game type to be used in the
future.
This study also found there was not statistically significance for preference between the
traditional article and the interactive novel, but it is important to highlight participant remarks
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about their experiences with the interactive novel. More participants enjoyed the interactive
novel (40%) than the interactive game (30%). Participant remarks about the positive experience
with the interactive novel platform included that the interactive novel was fun, more informative,
less boring, more interesting, and enjoyable. Participants liked “interacting with the novel and
seeing different paths you could lead down,” and found it “fun being able to make my own
choices and explore alternate endings.” The fact that the participants enjoyed the interactive
novel was likely due to the fact that it was designed to provide an experience that allowed them
to immerse themselves in the characters.
Participant negative remarks for the interactive novel platform included it was “not the best,”
“took too long,” “repetitive,” and they “did not prefer” this platform along with one participant
remarking of their disinterest in the sports topic. The fact that some of the participants did not
enjoy the interactive novel was likely due to time constraints and the sports topic which did not
suit these game design students.
Finally, a Likert question was posed within the survey to determine how likely participants
would pay for interactive news content. Of the participants who reported they were likely to pay
for interactive content, more participants reported they are more likely to buy interactive
infographics (M= 2.70) and interactive novels (M= 2.538) over interactive games (M=2.30). A
paired-samples t-test was conducted on the group means and indicated that each group showed
no statistical significance in paying for interactive content. The mean score from the interactive
game platform (M = 2.35, SD=1.36, N=31) was not significantly different from the mean score
from the interactive infographic platform (M = 2.74, SD = 1.37, N = 31), t(30) = -1.985, p =
.056. The mean score from the interactive game platform (M = 2.35, SD=1.36, N=31) was not
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significantly different from the mean score from the interactive infographic platform (M = 2.74,
SD = 1.37, N = 31), t(30) = -1.985, p = .056. The mean score from the interactive infographic
platform (M = 2.75, SD=1.34, N=32) was not significantly different from the mean score from
the interactive novel platform (M = 2.44, SD = 1.16, N = 32), t(31) = 1.667, p = .106. Therefore,
statistically speaking, there is not enough evidence to suggest the means are different between
preference of paying for interactive content. From this survey, it seems game design students are
not likely to pay for interactive news content.

Research Question 2
How much information will be retained with the interactive components versus the traditional
print component? The second hypothesis is the following:
H2: People who are in the interactive component will retain more information
from the interactive story content than the print only condition.
Three multiple-choice questions were presented to the participants for cognition/knowledge
retention for all platforms. This study was unable to determine if participants were able to retain
more information from the interactive platforms or the traditional print platform. This data was
undeterminable due to participants interacting with and reading the same content in each of the
different platforms. Another factor that may have made this data undeterminable is the
implication from participant open-ended responses using their platform information to help them
answer survey questions instead of using their learning skills. It may be of interest to highlight
participant remarks to the open-ended questions for participants to describe their interactions
with the platforms.
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As mentioned in chapter four, participants remarked positively about the quality of content
learned. These positive comments allowed the participants to identify with specific information
about the given information, giving them a deep-level of learning. Participants remarked
positively about the quantity of content learned. These positive comments allowed the
participants to remember relevant information about the provided information, giving them a
surface-level of learning. The remarks for the quantity of the content learned were more than the
quality of content learned. This study, based on the comments about the learned content,
concludes that participants experienced more of a surface-level learning than a deep-level
learning.

Limitations of the Current Study
There were several limitations to this study. The initial study was supposed to be taken in a
computer classroom but due to extenuating circumstances (a pandemic), the study was moved
fully online. It was brought to my attention by a faculty member that there was an IRB issue
regarding the data collection of the study. The study was paused after 223 participants began
taking the survey for a new information request and a modification request to be submitted to the
IRB. The survey was restarted once the IRB approved the additional information. It was noticed
upon data analysis participant count were dropping for each question showing a problem with the
survey. The survey was stopped, and a new version was e-mailed. As participants began taking
the new study, technical problems arose.

105

Limitations on Timer
A timer inserted into the study caused the pages to change rapidly across platform surveys and
did not allow participants to respond to questions. The timer was removed, addressing that issue,
but was found later to cause participants to take multiple platform surveys.

Limitations on Multiple Participant Surveys
After 43 participants responded to the study and data were collected, two participants emailed
asking if they were to respond to more than one platform because they were taken automatically
to the next survey. This unanticipated issue provided additional information. It was intended for
participants to be randomly sent one platform and corresponding survey, but data collection
revealed all participants were sent all four platforms in a random order. Data collection also
revealed not all participants responded to all the surveys. Additionally, due to participant
interaction with all platforms, there may have been a violation of independence for story
retention.

Limitations in Game Aesthetics
The original concept for the game was a baseball inspired game. Due to time constraints and
lack of resources, the game was limited to a matching game. Game aesthetics impart strong
reasons for a player to like or dislike a game (Flanagan & Nissenbaum, 70). The game mechanics
(Natkin, 161) used in this matching game were created using a website with a template and
limited design freedom, which attributed to a negative aesthetic experience for participants.
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Future Work
The use of interactive platforms in transmedia journalism has not been fully explored in
digital media. This study used a mixed-method methodology to capture participant preferences
and retention/cognition of the interactive platforms. The analysis of the quantitative Likert
questions showed that participants’ preferred interactive platforms to a traditional article and
participants retained more content knowledge overall from the interactive platforms compared to
the traditional article. The use of the qualitative open-ended question format permitted insight
into participant thinking regarding their interactions with the different platforms. The detail of
participant remarks showed the interactive infographic and interactive novel were effective
platforms for transmedia journalism. This study may have presented that participants preferred
the interactive infographic and interactive novel over the traditional article from the data
presented in the Likert scales, but there were no statistically significant results for preferences
between reading the traditional article and using the interactive game or interactive novel. This
study presented that the participants retained more information from the interactive infographic
and the interactive novel than the interactive game and the traditional article but there was not a
statistically significance between the means.
Participants remarked the chronological timeline was an effective presentation for the
interactive infographic. A chronological timeline was used to highlight Ron Myers’ career from
college graduation to current position. There are several ways to create infographics: hiring a
graphic designer, using computer software, and creating online websites, this study used the
online website Venngage. Due to positive participant remarks about the layout, Venngage is
recommended to create future interactive infographic platforms.
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Participants remarked positively about the interactive novel. An interactive novel requires
a narrative. IF refers to a genre of narrative games that allows the user to choose their own
adventure path. The core mechanic of an IF is called a lock and key evolution where scenes and
actions become possible to the player when other scenes and actions have occurred (Li et al., 1).
This study chose to have participants choose one of three people they could become within the
team and experience the everyday duties of that person of choice. Participant remarks showed
this strategy of becoming an emerged was effective. Twine 2 using the Harlowe 3.1.0 format
(requiring computer coding) was used to create the interactive novel, which allowed the creation
of different intertwining passages for the participants to explore. There are two programs for
creating interactive novels: Twine 2 and Inform 7. Twine 2 is easier to work with for a beginner
because it does most of the coding for the user. Participants responded positively about the flow
of the story, the immersion into the story, and retention of story content. It is recommended to
use the Twine 2 program to create interactive novels.
Although some participants enjoyed the interactive game, most participants did not.
Participants were frustrated with the amount of text on cards, font size, and number of cards.
This study used an online matching game generator called Pexeso. Text for the cards were
created on Microsoft Word, and matching visuals using Adobe Photoshop. Next, these images
were put into the template for Pexeso to generate the game. In future studies, it is suggested to
work on the aesthetics of the interactive matching game by making the cards more legible,
reducing the amount of words on the cards, fixing the card flip time, and reducing the total
amount of cards. There is also a possibility to recreate a game that is related more to the theme of
the article. The original concept was to allow participants to play the game as a baseball player.
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They could virtually hit the ball for every question they got right and they would receive a strike
(up to three) for every question they got wrong. In future studies, this original concept for the
interactive game with a professional game designer involved in the process is recommended.
A timer inserted into the study caused the pages to change rapidly across platform surveys and
did not allow participants to respond to questions. The timer was removed. It is recommended
that all future studies fix the timing on each interaction (how much time a participant spends on
the platform).
This study intended to survey 100 participants but found only 43 participants completed the
study. The study was stopped after viewing 100 in the participant count. In reviewing
demographic data, it was found only 36 participants were captured in the data who were able to
participate in all platforms. Each interactive platform was created and linked into the individual
platform survey created in Qualtrics. Participants were sent an e-mail link consisting of the study
blog that was intended for the participant to receive a random order of the traditional article or
one of the interactive platforms, interact with the platform, then complete the corresponding
survey without being able to return to that platform. Upon reviewing participant data, it was
found participants were able to participate in all platforms and take surveys with the ability to
return to the platforms. It is recommended to reduce the number of interactions to one platform
per participant, followed by one survey per participant without the ability to return to the
platform. This will result in capturing more participants and for a better comparison of
information retention.
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This study targeted only Digital media undergraduate students concurrently enrolled in the
University of Central Florida’s Digital Media program (in the Games and Interactive Media
departments). It is recommended for future studies to expand participants to include all of the
Nicholson School of Communications: faculty, staff, and students.
Based on this study’s results, in a future study, it is recommended to ask a Likert scale
question asking what the participants interests are for a deeper knowledge of what journalistic
topics they find more interesting, the use of Venngage for interactive infographics, Twine 2 for
interactive novels, the original interactive concept for the interactive game, a timer, and
participant expansion into a larger demographic. Research into other interactive platforms and
broader demographics will give further insights into transmedia journalism. This study has some
practical implications for how journalists can use interactive platforms to immerse their audience
into the story content.
This study did not use outside coders to interpret the results of the data. This study
recommends that any future data be coded by coders. Coders, according to Wimmer and
Dominick, are individuals who work on the coding after the data has been collected in a study
and researchers are responsible for providing training sessions to allow the coder to work on
sample coding (171). The coders have to become familiar with the study and be able to adapt to
the researchers detailed instruction sheets in order to help the researcher code the data provided.
This study used an online survey to complete research goals. Although convenient for the
circumstances, this form of data collection was not useful due to several technological issues that
allowed for multiple surveys for participants. If this research is conducted again, it is
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recommended to continue the research by conducting a face-to-face method for data gathering to
help control the number of interactions per participant and the use of the interaction to help
answer survey questions.
This study was not required to restart the data collection process. Given the amount of issue
that was encountered while collecting data, this study would have turned out differently if the
data had been recollected.
Conclusion
This study described participant preference and retention/cognition of story content for
interactive platforms in transmedia journalism. This study demonstrated in the qualitative
remarks that participants had a surface-level of learning versus a deep-level of learning. The
qualitative remarks also show that participants preferred the interactive infographic platform
over the traditional article, although the majority of participants report they are not willing to pay
for their interactive media content.
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Transmedia: refers to the telling of a story across multiple platforms where each new platform
ensures the continuation of the story (Jenkins, “Transmedia Storytelling”).
Blogs: informational or discussion websites that are published on the World Wide Web.
“Blogs existed just as a handful of sites until 1998, after which they rapidly became more
prominent on the world wide web,” said Donald Matheson (448). Blogs are easy for individuals
to create, use and explore.
Platform: According to Bogost, “a platform is something that makes it easier to build other
things” (8). In journalism, platforms could be considered anything—television, print, radio,
mobile media, internet, etc.
Interactive Games: Interactive rule-governed systems based on computer processing power
that requires a constant exchange of messages between the game and player (Tan & Jansz, 532)
Interactive Fiction Narratives: Text-based narrative experiences in which a person interacts
with a computer simulation by typing text phrases and reading software-generated text responses
(Douglas, 2).
Interactive Infographics: Visual representations of information, data and/or knowledge with
the use of charts, maps, logos, illustrations, calendars and other graphics (Damyanov & Tsankov,
84).
Transmedial: Expansion of a story makes it transmedial, not repeating the content (Renó
2014, Rampazzo Gambarato & Tarcia 2017, McAdams 2016).
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Enjoyment: a result of participants’ ability to control the interaction and immerse themselves
in the interactivity, or autonomy as it is referred to (Kim, Chen & Zhang, 284).
Transmedia Journalism: producing content across the different media channels and taking
advantage of the qualities and abilities of the channel (Veglis, 315).
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